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Putting The Stratesy Guide 
$ By To Work 


The Finai Fantasy Strategy Guide was designed ta heip yau 
find as quickly as passibie the infarmatian yau need far yaur 
adventure. There are twa ways ta find infarmatian. First, identify 
where yau are in the game on the Map an pages 4-5. Then turn 
tathe pages indicated far the informatian concerning that part 
af the Final Fantasy Warid. On the first page af the chapter is a 
biawn up map af that regian, which further directs yau ta the 
specific infarmatian yau need, There is aisa an index at the 
back af the Strategy Guide that directs yau ta specific persans, 
piaces ar things. 


Town Map & Shop Lists 


Teblea Of Magic. 


See what spells sre for 
sale, their effect, cost and 
who can use them Best 
buys are indicated by a 
Yee or No 


Abbreviationa Of 
Classea 


Fighter—Fi, Knight—-Kn 
Black Selt—BB, Master— 
Ma Thief—Th, Ninja—Ni 
Red Mage~RM, Rad 
Wizard-RW White Mage— 
WM, White Wizard-WW 


Dungeon Mep & 
Treasure Chests 


Black Mage—BM, Black Strategy Tip 
Wizard—~BW 
Tool Item Tablea 
Enemy Tablea Weepons & Armor Tablee 
Many monsters beiong to family groups such as the 
Ajong with basic information about weapons and armor are Dragon group Exploit their weaknassas using spaciai 
listed their spacial attacks and spelis. These special weapone, spelis and armor such as the Dragon Sword vs. 
propertias are amployed by using the weapon or armor Dragons or tha HARM spaii vs. tha Undead 
with the [TEM command during battia 
Neme- 
Buying Price W-Weapon 
A-Arm 
Selling Price flere Sword 8 
Found | Damaga: -—_ Points 
Averege Attack Who Gan Use It 6000 G) | Hit ce 18 Gained 
Points & Effect Most weapone and = When 
armor can be used b 
Effects: Poison— only by a faw | Kn, Ni, RM, RW apes 
i : Po, Stone—St, seiect classes of 
Weak Points Stun—Sn, Rub—Ru, warriors They are Effective against monsters in 
| Dark—Da, Paralyze— listed with the the WERE category 
Pa Sama abbreviations 
Experience as those used in i 
Monster’a Magic Points Earned the Magic Tables 
And Special From Defeating Shown above 
Attack (Some Monster 
monsters have Ineffective Gold Eamed by 


neither } Attack Speile Defeating 
6 STRATEGY GUIDE Monster 


As the game opens, four travellers have appeared at 
grant gates of the castle in Coneria. All are young and 
inexperienced, but bold. One seems to be a fighter—a . 


‘ “knight in training. Another appears in the garb of a mar-: 
tlal arts black belt. The two remaining members of the — 
party are mages—apprentice wizards, Their coming 
was foretold long ago... 53 . 


a " A 


fi 


[ Temple OfFiends > p. 1 1 


7 


You can't cross this channal before 
completing the King’s quast If you are 
succesful, howaver, the King will bulld 
North Bridge in gratitude See p.9 for more 
datalla on tha King’s quest. 


Rise & Fall 28#2-— 


he Paes 
C oneria Town was once called the Dream City. That 
el was before the darkness and the rot began spread- 
ing upon the Earth. In those golden days four orbs of 
ower controlled the four elements of Wind, Fire, Water 
and Earth, but then the light drained from the orbs and 
the balance was destroyed. 
As shadows lengthened and the ground shook with 
tremors, Lukabn the Propbet announced that four 
‘oes would appear in time to grapple with this new 
evil. The Light Warriors be named them, and then he 
departed to join the Circle of Sages at Crescent Lake. 


Matoyas Cave > p13 


a a rw 
Pravoka > p14 


Northeast of Conaria 
you'll find stronger 
monsters in the field 
Iguanas, Mad Ponies 
and others Run away 
Hf your HP is low 


Castle Coneta > 9 
Coneria Town > p10 


In the Kingdom of Coneria, as in all the free world, 
the evil spread from day to day. Nightmarish creatures 
now roamed the forests and cities lay in ruins. The | 
Dark Age bad come at last, and leading the forces of 
shadow was a knight named Garland. It was he who 
had crippled the four orbs, and it was be, too, that kid- }) 
napped Princess Sara of Coneria. Only the coming of 
the Light Warriors could save them. \ 


Castle i et 


In the costle you'll collect Intormation ond, loter, when 
you hove the Key (see p.19) you'll also obtoin voluoble 
treosures. After visiting the King, see the guord down 
ond to the left of the King's room. Then tolk to the wise 
men on the ground tloor. 


Treesure Chests 

© tron Armor Op.14 
@ Iron Shield Op20 
@ TNT. 

© Iron Staff p20 
© Sabre Op.20 
@ Silver Knife Op.24 


nd F The King 
. 


*p Locked Doors And Hidden Secrets 


On the ground floor of Castle Coneria you will reach 
the Traasure Vaults by following the path to the right 
of the castle's entrance. There you will find two wise 
men and two locked doors. Both repeat the same 
message—how 400 years ago the Treasure Vaults 
wera locked with a mystic Key and how that Key was 
given to the Prince of Elfland for safekeeping. To 
recovar the Key, see p.19. 


This volatila explosive hes been 
kept In the Treasure Vault for 
400 yaare It is used in Chapter 
2 when you visit the Dwarves 
(See p 26) 


Locked Doors 


Quean Jane 


+The King Of Coneria Needs Your Help 


Everyone in Castle Coneria seems to have heard of 

the Light Warriors, including the King. Visit him on 

the second floor of the castla to learn how the leg- 

endary Light Warriors can help. it seems that the 

King can do nothing to save his daughter, who has 

been kidnapped by Garland. But he has faith in tha 
| Light Warriors. Tharefore it is up to you to find Prin- 
cess Sara and return her safely home. 


Heving seen the King and 
Queen, your quest should be 
clear The Light Werriora must 
somehow rascus Princaes Sara 
trom Gerland You also know 
that you muet 6eek har to the 
northwest But before setting out 
you'll need weapons, armor and 
magic epalls In Gonaria Town 
(p10) such items can be 
purchased 
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In Caneria the Light Warriars prepare far thelr quest 
by purchasing weapans, armar and magic in the 
tawn shaps. Yau'll alsa learn that tathe east lies a part city called Pra- 
vaka (p.14) and that Lukahn the Praphet has gane ta Crescent Lake 


Black Magic Shop 
Level 1 Megic 


White Magie Shop 
Level 1 Magic 


Armor Shop 
Cloth 10 G 


Wooden Armor 50 G 


Chein Armor 80 G 


(p.37). 


Clinic 40 6 


Item Shop 


Heal Potion 60 G 
Pure Potion 75 G 


J Tent 75 G 
Weapons Shop H 
Wooden Staff § G H 
Smell Knife 5 G ' 
Wooden Nunchuck 10G a ommend | 
Rapler 10 G Inn 30 G 


iron Hammer 10 G 


WH TE [acic 


LEVEL 1 


SPELL | PRICE RESULT AFFECT USER BEST BUYS 
CURE | 100 G | Restores @ warrlor'a Hit Points from betwean 10 to 30 points ‘One Werrlor Ko RMAWWM WW Yes 
HARM | 100 G | Inflicts damage {20-80 Attack Points) on each moneter in the Undeed cete gory All Enemies | WM.WW Yes 
FOG | 100 G | A thick protective fog adds & points to 9 werrior's armor rating Ona Warnor | kn,AMAWWM WW) No 
RUSE | 100 G | As ine halt of mirrors, the enemy eeea the speil caster 68 multipla targets Evade increase 40% | Spell Caster Kn. RWW WW No | 
Bosc Macic LEVEL 1 -- 
SPELL | PRICE RESULT | AFFECT USER BEST BUYS 
FIRE | 100 G |A boll of fire Intlicta betwean 10 and 40 HP of damage to an enemy One Enemy —_| NLAMAWEM AW Yes 
(sues F100 G |The spell pute all anamiae to sleep 60 thet they ere vulnerable to attack ar All Enemies LNRM AW BM AW No 
LOCK | 100 G | Kaape your sttack “Locked on target" Your Hit % increeses by 10%. One Enemy | NI.AM,AWBM BW No 
Lit [100 G | A bolf of lightning Intlicts between 10 and 40 HP of damega on en enemy. ‘One Enemy | NURM.RWBM,BW Yes 
| Wooden Statt [ Cloth fat Table Of Items 
| 8G Damege’ § 10G Absorb : 1 ———_— 
2G) | Ht% +0 GQ) | Fvede%= 2 Heal Heal Potion helps 
Fi, Kn, Ni, BB, Me, RM, Fi, Kn, Th, Ni, BB, Me, RM, Potion revive lost Hit Points 
RW, WM, WW, BM, BW RW, WM, WW, BM, BW (HP) up to 30 HP par 
& — 60} P dose 
ieacear Nunchuck Rapier LW | Wooden Armor A i ae | 
10G Damage 12 10@ Damege: 9 50G Absorb : 4 Pure dipus Polio |Glawrises 
i_6 @) Hit% - 0 L (6 @ Hit% :6 L {25G) | Evade% 8 Potten paleo tron thelbeay 
Ni, BB, Ma Fl, Kn, Th, Ni AM, | eee Th, Ni, BB, Ma, ;| E; S auattickd Light 
= = r 
Small Dagger lw fron Hammer LW Chain Armor al = = 
8G |Damege 65 “04 | Damege 9 | | 80G | Absorb : 15 Tent Pr roreoaress 
(2 G) Hit% - 10 (6 G) Hit % 0 (40 G) | Evade %: 15 A awey from an inn by 
Fi, Kn, Th, Ni, AM, RW, using the Tent. 


WM, WW, BM, BW 


Fi, Kn, Ni, WM, WW 


I 
Fi, Kn, NI, RM, RW 
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Che Kings Quest 


Cemnple De 4 tends 


Betore seeking battle with Garland your party must tight monsters in 
the auter warld, gaining experience and gald. When yau reach 


Level 3, it's time ta tight Garland. Equip each Light Warriar with the 
best armor and weapons available. 


Enemies In 


e@ Temple Of Fiends 


26 HP 


20 HP 48 HP 


10-20 AP 10-20 aP_| | 8-16 AP Sn| 
24 EXP 93 EXP 
126 | 50.G 
| _ FIRE, HARM. UNOEAO | FIRE,HARM| | UNDEAD | FIRE, HARM | 
| Ice, RUE QAKE, ICE, | | Ie RUB 
—— | BANE BRAK, —— | RUB.BANE, —— | BANE, BRAK, 
| STUN SLEF sTuN, | STUN, SLEF 
| — i SLEP i | 
Black Orb & Creep Op.13 
Locked Door imp op.13 


Princess Sara 


Treasure Chests 


i 


-Garland 


Locked Door 


| @ Cabin Opi4 > Were Sward 
@ Heal Potion Op.t0 D Soft Potion p21 
Cap Rune Sward 
=.) | Cep | A | 
Table Of 80G | Absorb 8 
(40 G) Evede % 2 
Weapons & Armor!) |, nth, ni av, aw 
J) WM, WW, BM, BW | 
| Were Sword ‘ jw Rune Sword w 
Found | Damege: 18 Found | Damage 18 
(3000 G) | Hit % 15 (2500 &@) | Hit % 15 
= 4 
Fi, Kn, Ni, RM, RW. Fi, Kn, Th, NI, RM, RW 
| = a ee | 
Effective egainst mansters in Effect ‘ jie 
the WERE category Ceara Spee Me 


Grey Imp op.i3 
Werewolf ©p.21 
Gergoyle 9p.23 


* The Light Warriors Prepare For Garland 


At Level 3 your Light Warriors should have no difficulty 
defeating Garland. He is susceptible to SLEP and FIRE 
Magic and the strong attack of Fighters. Make sure your 
party's HP ts full before entering the room, however, as 
your foe can cause severe damage—up to 30 HP per 
attack. It's also a good idea to bring some Heal Potion 
along in case Garland’s attack is fierce. 


Neer Coneria Town it is eesy to 
ear Experience Points end build 
up your level by fighting Imps and 
Wolves Once you reach Level 2, go 
to the Temple Of Fiends to eern 
even more Experience and Goid 


Some weapons and ermor are most 
effective If used egalnet certein 
enemies The category of a monster 
may Indicete what weepon to use 
For mstence, if fighting e gient, use 
the Giant Sword or agelinst magic 
users try the Rune Sword 
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“ Fighting Garland 


At Level 3, Garland will almost certainly fall to the 
Light Warriors. At Level 2 it's more of a challenge, 
but Garland can be defeated. Your Black Mage or 
Rad Maga should use FIRE three timas in a row if 
necessary while your Fighter, equipped with a Ra- 
pier, should attack. The White Maga and Black Belt 
or Thief should also attack. If one warrior is injured, 
the White Mage should give him the Heal Potion. 


Upon entaring 
Garlend's throne 
room you'll note the 
Princess behind 
Garland, not to 
mention his pet bats 
Step forward and 
Garland will great the 
Light Warriors with 
threats and Insults 
His confidence Is 
great, but your might 
Is greater still At thie 
point you cannot 
Prevent battle and 
ascape the room 
You'll have to fight to 
the finish. 


GARLAND 
HP:106 AP: 15-30 


SPECIAL ITEM 


Princess Sara Is Saved 

Princess Sara recognizes the Light Warriors H The Lute 

and magically whisks them back to Castle i Through all your adventures you'll 
Coneria. Sara demonstrates her gratitude by : Sach tesla Saar rarer 

bestowing a very " will you put It to use Read mare 

precious gift ' j 4 5 about how it’s used on p75 


upon the Light 
Warriors—the 
Lute—which is 
used late in the 
game (p.75). 


+ A Bridge Is Built 


So great is the gratitude of the King that he has a bridge built 
spanning the northern channel to the mainland. Now your jour- 
ney can truly begin. Before crossing, talk to the people again. 
Many have new messages. Learn about the Lute from a man in 
the castle. 


selie 
Upon the bridge the title suddenly appears along 
with the game credits Now at last the real 
challenge is lald before you 
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Che Kings Quest 


(ams Matoya’s Cave 


Once Sara Is safe, a woman in Conerla Tawn trusts the Light 
Warriars enaugh ta tell them abaut Mataya, a witch wha lives 
in a cave ta the Narth. Fallaw the waman’s advice and visit 
Mataya. Yau'll alsa learn a very special magic spell in the 
cave. 


+b The Talking Broom Knows A Magic Spell 


Although it seems as if 

the Broom is speaking 

giiatoya .The'WWiteh gibberish, it's actually 
giving you a magic 
spell. Translated — it 
means PUSH B SE- 
LECT. Do this to bring 
ureasure: Ghasts up a map of the world. 
Heal Potion Op.l0 
Heal Potion op.l0 
Pure Potion opi0 


+ Matoya Needs A Crystal Lens 

To speak with Matoya, go around her desk and then talk 
to her in the normal manner. You'll learn that her Crystal 
lens was stolen and now she 
can't see very well. This is a 
clue to the wise. Find her Crys- 
tal and she'll be one grateful 
witch. Learn more about 
Matoya’s Crystal in Chapter 2, 
p.22. 


56 HP 
6-12 AP Po 
123 EXP | 


| ORAGON —_ 


DRAGON 


—_|_e 


- 
Spider op.11 Sea Creatures 

| Zombie op.-11 

| Ghoul Op.11 k Sahag op.21 

Wolf op.11 Red Sahag op.21 
Grey Wolf op.11 Shark op.21 
Werewolf op.21 _ Kyzoku = Op.21 ; 
Green Ogre op.21 OddEye op.21 H 
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ravoka 


The traveller in Caneria Town told you obout his hame in Pravaka 
where pirotes roam and peaple hide in their houses. Here yau'll 
battle the pirotes, ond it you deteat them you'll olsa win their pirate 
ship. The seapart alsa affers same good buys, including Level 2 
magic spells. 


Inn 50 G 


Bikke The Pirate 


‘White Magic Shop 


Armor Shop 

Wooden Armor 50 6 Op 10 re 
Chain Armor 80G =p 10 

Iron Armor 800 G Clinic 80 G 


Wooden Shield 15 G 
Gloves 60 G 


Potion Shop 
Heal Potion 60 G 


8lack Magic Shop 


Level 2 Magic 


‘Weapons Shop 


Pure Potion 75&  O7.10 Iron Hammer 106 9 ©p10 
Tent 75 G Opi0 Short Sword 550 & 
Cabin 250 & Hand Axe 550 G 
Scimitar 200 G 
SPELL | PRICE RESULT AFFECT USER | BEST BUYS 
LAMP | 400 G | Provides a Iight fo ¢ warrior In the dark. Countferacts an enemy's Dark spell One Warrior Kn,AM RWW WW No 
MUTE | 400 G | All enamy magic users are unable to speak or ceef thelr spells against you All Enemies: Kn AIM RW. Yes 
ALIT 400 G | Damages inilicted by lighining are reduced from between 25 fo 50% All Warrtore Kn AM RAM Yes 
INVS | 400 G | A warrior becomes inwelble and his ability lo dodge attacks Increases by 20% One Warrior Kn, RM RWWA Yes 
SPELL | PRICE RESULT AFFECT USER | BEST BUYS 
ICE 400 G | A freazing wind blests all the enemies, infilcting batween 20 fo 80 HP of damage to each All Enamies: NAM AWEM.aW Yes 
DARK |400G |All the enemies are blinded, thus reducing the effectiveness of fheir attacks All Enemies: ‘ALAN AWM, BW No 
[rven 400 G | The strength of @ warrlor's weapon Is Increased by 14 points ‘One Werrlor NL RMRWBM,2W No 
SLOW {400 G | All enemies joes Inieliigence and fhelr atiacks are leas affective All Enemies NL AM,RW.BM BY Yea 
] Table Of Items 
Scimitar Wooden Shield Bal [ oa 
550@ | Damage: 1S 200G | Damage 10 18G@ | Absorb : 2 Cabin 
@75G) | Hit% © 10 (100 G) | Hit% : 10 (7G) | Evade %. 0 
Fi, Kn, NI, RM, RW Fi, Kn, Th, NI AM, RW | FI, Kn, Ni | 
| Hand Axe aw | ron Armor Gloves | A | | Use a Cabin in the wilds to 
550G | Damage 16 800 G | Absorb : 24 60G | Absorb : 1 paws te a i 
| @75@) | Hit% — 5 (400 .G) | Evade % 23 | | (0G) | Evade %: 1 SORTA Warne 
Fi, Kn, Th, Ni, BB, Ma, 
| Fi, Kn, NI Fi, Kn, Ni | LRM, Rw, WM, WW, BM, Bw | 
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Che Kings Ouest CHAPTER 4 


b The Streets Of Pravoka Arent Safe 


After your dangerous journey from 
Coneria, stop at the Inn before exploring 
Pravoka. This way you won't stumble 
upon the pirates with low HP. From the 
town’s entrance, walk directly north to 
the Inn. 


i 


 m |i 


lf you have enough money, buy better weepona for use egainat the pirates The 
Short Sword ie your bast buy, but tha Scimitar is also a good alternative at lass 
then half the price 


 Pummel The Pirates 


Bikke the Pirate is not at all pleased to find four 
armored and experienced warriors on his turf. But 
although he may think youre just a scurvy dog, 
he'll sic his crew on you. Suddenly nine Pirates 
swarm to the attack. Each Pirate can sustain only 
about ten HP of damage, so your entire party 
should be able to 
defeat them in hand 
to hand fighting. 


The Plratas of Pravoka are not 
strong Individually, but nine of 
them together can be a threat If 
you're at Level 3, you are strong 
enough to attack them It is 
Important to wetch your HP. 
though If all the Plrates attack 
‘one party member ha could lose 
HP quickly Heve some Heel 
Potion on hend to prevent an 
untimely defeet, 


You've Won A Ship! - - 


Once you've freed Pravoka from the Pirates you'll find harbor just outside of town when you're ready 
Bikke, their captain, is still in town. Talk to him. He'll to leave Pravoka. With the wind in your sails you'll be 
admit defeat—rather graciously for a Pirate—and give able to travel to lands previously beyond reach. 

you his ship. TI hip will be waiting for you in the 


PIRATES 
HP:6 | [AP 
EXP: 40 


Tha speedy pirate ship la your 
maans of reaching the southern 
lands ecross tha sea 


tE { cf 
The ship will be dockad at the port outside of the town after you 
defeat the Pirates In Pravoka 


*p The Pravokans Are No Longer In Hiding 


The townsfolk ara out in force now that the streets are 
safe. They have a lot to say, too, about the Elf Prince and 
Matoya’s Herb, and also about the town of Melmond. 


Only at ports can the ahip be Llaten to the women who tells 
docked for the party of Light about the Prince of the Elves. 
Werrlors to disemberk It seems he needs en Harb 


from Metoye to wake up 
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Che King's Quest 


~—~ Chapter 1 


TEMPLE OF FIENDS 


CASTLE CONERIA 


The Princess gives you the Lute 
and the King builds a bridge 
across North Channel Many 
people have new tales to tell 


Get information and buy 
supplies for your adventures in 
the outer world Return to the 
Inn to fill up your HP and to 
save your game 


NORTH BRIOGE 


Meet the King and speak to the 
people You'll learn about your 

Quest and the legend that fore- 
told your coming 


At Level 2 or 3 enter the Temple, 
defeat Garland and rescue Sara. 
A number of rooms remain 
locked Return later with a 
mystic key 


(2 CONERIA TOWN 


MATOYA’S CAVE PRAVOKA 


Here, as in the castle, the news As you cross the bridge you'll 
iearn more about the four orbs 
and the credits for the game will 


appear 


The Broom tells you a cryptic 
spell—Push B Select You'll also 
learn that Matoya needs a 
Crystal to see 


Defeat the Pirates and win the 
ship Learn about the Elf Prince 
and Matoya’s Herb Buy better 
weapons and Level 2 Magic 


of your victory over Garland has 
toosened the tongues of the 
good folk You'll hear about 
Matoya 


attle Techniques 


Unsolved Mysteries 


5 Undead Enemies: 
You've come a long way : When fighting the 
and learned much. Still, Undead, FIRE and 


HARM magic can be 


many questions remain to a z 
devastating. Fighters 


be answered. Where in 
Elfland is the mystic Key? 
Or where should you look 


Sword or Light Axe. 


for Matoya’s Crystal? And 
what is wrong in Mel- 
mond? 


Who in Elfland might have the 
Key ta Coneria's treasure? 
Perhaps tt is the Prince? 
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Every clue seems to point 
toward the South, the direction 
you must now go 


ma oats 
se nshe than! 


What sort of danger threatens 


the town of Melmond in the far 
west? How do you get there? 


t 
z 
should use the Sun 
i 


Use the Mage Staff 
with the 
mand. 


Item com- 


Use Thor's Hammer as a 
battle item to cast the LIT2 
spell 


HARM2 and stronger HARM3 
Spells are the best offense 
against creatures in the 
Undead category 


Sea Enemies: Enemies 
met upon or beneath 
the sea are susceptible 
to Lightning spells— 
LIT, LiT2, LIT3. The 
Coral Sword is also 
effective, Defend your- 
self by using the Zeus 
Gauntlet. (p.51} 
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Outer World Enemies: p.21 


2 


1a 


Dwarf Cave > p.25 


Northwest Castle > 9.22 


Some regions of the southern 
contnant are thick with 
polsonaus creatures such as 
the Asp and Arachnid In the 
erea shown on the map, and 
naar the village of Elfiand, you 
should never travel without a 
good supply of PURE Potions 
with which to recover from the 
attacks of these viperous 
monsters. 


Arachnid Asp 


Ee resisted the growing darkness better than 

most of the world, in part due to their beloved 
Prince. His honesty, courage and wisdom were 
renowned throughout Eifland and in kingdoms as far 
away as Coneria, But there was one Elf, named Astos, a 
cousin of the Prince, who lived furtber north and west 
ina country that fell under the spreading shadow. Over 
theyears his castle fell into ruins and creatures of dark- 
ness made it their abode. And as the shadows deepened 


on bis land, Astos also fell under their gloomy spell. He 


began to brood and soon jealousy crept into bis beart- 


| jealousy over the good fortune of bis cousin, 
I 
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t 


Only with a aift brought to 
them by tha Light Warrlors 
wilt the Dwarf engineers be 
able to blast this channel to 
the Western Sea Read more 
about how this 1s done on 
p25 


Castle OF EF > p19 
Elfland > p.20 


Raise your levels 
fightng Ogres in this 
region For more, see 
pat 


cy. 


With bis evil band Astos marched on the Castle of 
Eff, defeated the Elfish army and cast a sleeping spell 
upon the good Prince. In this way tbe shadow reached 
even into the beart of Eifland. 

On bis return journey, Astos came upon an old — 
woman in the forest who peered at bim through a lens 
of crystal. “Wicked creature!” she sbrieked, making ges- 
tures in the air as if to ward off evil spirits. Ignoring ber 
curses, the Dark Elf stole the crystal and left ber blind in 
the wilderness 


Che Sleeping Pritice CHAPTER 2 


Castle (D; Lig 


In the Castle af Elf yau will learn abaut the cruel fate af the Sleeping Prince, 
but yau will alsa hear that an herb can awaken him and that Mataya has 
such an herb. By helping Mataya and the Prince yau will earn entrance inta 
the lacked Treasure Vault. 


eh The Sleeping Prince Holds The Key 


Many years ago, the King of Coneria entrust- 
ed the Key to his treasure with the Elf Prince. 
To get this key the Light Warriors must 
somehow wake the Prince from his long 
sleep 


Treesure Chests 


© Silver Hammer 
@ 400 G 

@ 3306 

@ Copper Gauntlet 


+ Unlocking The Mystery 

The pieces of the puzzle fit like this: to wake the Prince you need a magic 
Herb; the Herb is held by Matoya; bring Matoya the Crystal that Astos stole 
and she will give you the Herb; defeat Astos to claim the Crystal, but first you 
must find his Crown in the Marsh Cave and return it to him. The road is a 


f long one. SPECIAL ITEM 


This wise man in Conerle 
tells you where to get the 
Key 


The Herb The Key 


Metoye's megicai herb The key will open eny 
has the effect of counter- locked door, but you must 
acting the sleeping curse awaken the Prince of 
Astos put on the Prince Elfland to get it 


The Dark Elf must be defeeted et 
Northwest Castle after you bring 
him his precious Crown nly in this 
way can you win the Crystal stolen 
from the witch, Matoya, e0 long ego 
See pgs 22-23 for more detalls on 
this difficult task 


Table of 
Weapons & Armor 


With the Crystal in hand you'll Sall south once more with the 


return across the sea to the Herb Take it to ihe Castel Of cf —— 

North Seek out Matoya for the end wake up the Prince He wil = ir = <9 

second time and give her the revive, then award the Light Silver Hammer | Copper Gauntlet a, 

Crystal Gratefully, she wilt in Werrors with the mystic Key 2500 G |Damege 12 | 200G |Absorb 2 

turn give you the Herb to with which they cen open (1250 G) | Hit % 5 (100 @) Evade %: 3 1 

awaken the sleeping Prince in locked doors and recover t + { We 4 
| 
} 


Elfland valuable treasures. Fi, Kn, Ni, WM, WW | | Fi, Kn, Ni 
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The village of Effland is knawn far and wide far its excellent 
weapons and armar. Yau'll alsa find Level 3 and Level 4 Magic 
Shaps. Many eives will tell yau abaut the fate af their Prince and 


give clues ta help yau find Astas, 


Black Magic Shop 
Lavel 4 Magic 


White Magic Shop 
Level 4 Magic 


Armor Shop 


Iron Armor 800 G © p.14 
Copper Bracelet 1000 6 
Iron Shield 100 G 

Cap 80 6 Onit 
Wooden Helmet 100 6 


White Magic Shop 
Level 3 Magic 


Black Magic Shop 
Level 3 Magic 


Inn 100 G 


Weapons Shop 


Iron Nunchuck 200 G 
Large Oagger 175 G 
Iron Staff 200 G 
Sabre 450 G 

Silver Sword 4000 G 


Cline 200 G 


ttem Shop Heal Potion 606 Op10 House 3000 G 
Pure Potion 75 G Opi0 Soft Potion 800 G 
Tent 75 & Op.10 
(Wire [lacic sever3—————___ 
SPELL | PRICE | RESULT I AFFECT USER | BEST BLYS 
CUR2 | 1500 GA warrior will recover from between 82 to 64 points of lost HP ‘One Warrior | Kn RM RW.WMSW 
RRME | 1500 al ‘Infllets between 49 to 160 damage points on all Undead ‘enemies. erica All Enemies “Twsaww il 
AFIR 11600 G| Reduces the demage to al Light Warriors fram fire attacks by 25 to 50% [Al Warriors | Kn BM rae Yes 
HEAL | 1800 G/ The Light Warriors regeln 12 to 24 points of HP each ~All Werriors | WM ~ No 


Biack < Mocic LEVEL 3 


SPELL | PRICE] RESULT 
[FIR2 | 1800 G! The second fire spell inflicts between 3 to 120 damage pointe on each enemy 


All Enemies 


| BEST BUYS 
NBM RW.EM, BW 


‘One Enemy 


NIRA RW, 8M, BW 


[HOLD 1500 G| Similar to SLEP, HOLD can put one enemy Into a celetonic stupor 
[ura | ¥600 @| The second lightning attack joite all enemies, particutarty those In the Water category All Enemies — | NLRMRWAM BW 
LOK2 | 1500 G} Locks in your aim o ‘on ait ‘the « enemies ettacking, which increases your success: All Enemies NLRM,RAWEM,BW i 
a ae anil 
te _____Table Of Weapons & Armor see | 
jron Nunchuk [ fron Staft | w| [ Silver Sword Iron Shield wl 
200 G Damage 16 200 G Damage. 14 | | 4000 Damaga; 23 I 100 G Absorb 4 
(100 G) | Hit % O | | (00G) | Hite = oO | | 20006) | Hit% : 15 (50 G) | Evade %: 0 
Ni, BB, Ma | Fi, Kn, eee BB, Ma | Fi, Kn, Ni, RM, RW | Fi, Kn, Ni 
: ————————————————| Ee | 
‘s Iw | | Copper Bracelet | Wooden Helmet A | 
Damage. 7 | | 450G | Damage 13 1000 G | Abaorh « 4 100G | Absorb 3 
Hit% — 10 | (225 G) | Ht% 5 | | (500G) | Evade % 1 | GOG) | Evade% 3 | 
Fi, Kn, Th, Ni, RM, RW | | Fi. Kn, Th, Ni, BB, Ma, | i 
| BM. BW ae | La ane wee [EN | 
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Che Sleeping Prince CHAPTER 2 
Wit WAGIC LEVEL 4 : a 


{ (is Wy \ } 


RESULT | AFFECT USER 
7000 Gj An antidote ta poteon Tha magical equivalent of the Pure Potion One Werrior RM,RW,WM,WW 
4000 G| Causes tear and loathing In some enemies They may flee In terror AilEnames = | WMWW No 
4000 G) Heips protect all Werriors egainst Icey attacks, reducing the effects by 25 to 50% All Warrlors: RMRW.WM,WW Yes 
4000 G) Counteracts the MUTE spell of an enemy magic user, eilowing you to use magic again ‘One Warnor RW, WWW No 
PRICE RESULT AFFECT USER BEST BUYS 
4000 G) The second and most powerful aleep apail la mora effective than SLEP One Enamy NILBM,RW EM BW No 
4000 G} Increases the number of hits per atteck and counterects SLOW One Wernor NILBM RW OM. ow | Yea 
CONF 4000 G| Contuses ail anarmes so much that they begin attacking eech other All Enemies: NiRM.RW,BM, SW No 
[ice2 4000 G) A blizzard cepable of 40 to 160 points of demage Ia hurled at all enamiee AllEnemiea | NiRMAWBMBW | Yes 
iF = = — = = = = = 
F | 
Table Of Items House Soft Potion 
| 3000 F 800 fF 


Use the House when you're If turned to stone, a Light | 
far from crvliization It saves Warrior can become human 

the game and recovers the again if he is glvan a dose of 
party’s HP and Magic the Soft Potlon 


= 2 —— J» SU e E: 
. Earn Ogre Gold The Easy Way ie 


To obtain the great weapons and 
high level magic spelis in Elfland 
you'll need lots of gold. East of 
Eifland is a place where Ogres 
appear frequently. (See the map 
on p.18) Defeat the Ogres to win 
their gold. 


The combination of 
Ogres and Creeps in ths 
Batting Ogres can be exhausting When your HP starts to drop, area |S great for building 
wsit the Inn up your Levels as well as 
earning cold cash 


Smee chapter 2: outer V/OriC ET1CTTICS —amaeesesssesimmaiemmes 


Wolf = Op.11 


Grey Wolf Op.11 River Monsters f 

Grey Imp Op.13 5 

Ogre Op.13 Hydra Op.45 t 
| Creep Op13 Caribe Op.45 ; 
| Asp Op-13 Ocho = Op.45 

Geist Op31 Gator op.45 | | 


Arachnid © p.30 


4 : | f 
QAKE, FIRE | | | 


28 HP 
10-20 Al AP | 
30 EXP 


QAKE, i. Ke FIRE li | STUN QAKE, FIRE 


| | 4 i 
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orthtoest Castle 


Visiting the oncient home of Astos is your next greot tosk. At Level 4 
or 5 you con reoch the Northwest Costle. There o king cloims thot 
Astos hos stolen his crown, but you ore not yet strong enough to 
chose into the Morsh Cove after it. Woit until Level 8 or 9. 


The Nameless King 


An Elf in Elfland warned you that Astos Is in dis- The Lone King 
guise. It ts true. At first he seems to be a lonely — {Astos} 
monarch who has lost his crown. 
| Treasure 
Chests 

The only double-crossing | 

going on here 1s by the © Power Staif 

mysterious king in 

Northwest Castle His i Soa 


command is one you must 
obey, but his purpose Js 
not noble i the fesst. 


eh The Dark Elf Exposed 


Once you've battled through the Marsh Cave and recovered the missing Crown 
(see p.23) you'll return to Northwest Castle. Then Astos reveals himself as a 
wicked and powerful king and attacks the Light Warriors. As always, enter the 
fray with your maximum HP. The best attack strategy Is to use FIR2, or FAST on 
Fighters end Black Belts. 


—_— — ~Locked Door 


Your Black Mage or Red 
Mege can play én import 
role in two weys His FIR) 
spell will hurt Astos direc 
and by using the FAST s 
on Fighters, Black Beits ¢ 
Thievss, thsy will inflict 1 
greatsr damage CUR2 will also 
come in handy as Astos can in 
more than 50 HP of damege oi 


RUB, SLO2 —_LIT2, SLOW | 
FAST, FIR2 DARK, SLEP 


Light Warrlor You'll need to be 
to get wounded party members 
back on their fect. 


The Crystal once belonged to 
Matoya and helped her vision 
Return it to hsr and you'll 

receive the Herb to waks the 
Prince 


| Faichon 


— 
| Table Of ‘| | 4506 | Damage. 18 


(225 G) | Hit% , 10 


| Weapons & Armor | kn, Th Wy, AM, RW | 


When you defeat Astos you will 
receive the Crystal Take this to 
Matoya (p 13) and exchange it for 
the msgical Herb that will wake 


up the Elf Prince ee penn 
Power Staff _ iw Iron Gauntlet 4H 
Found Damage 12 750 G | Absork . 4 | 
|. 12845 G)) Hit % 0 | | 4875 G) | Evsde %: 5 4 
t 
Fi, Kn, Ni, BB, Ma, WM, 
, Kn, Ni, 8B, Ma, WM, Fi Kn, NI 
(WW, BM, BW = | me ] 


22) STRATEGY GUIDE 


Aeepiny Prince 


arsh Cave 


Here in the gioomy depths of the cave the Light Worriors foce their first truly 
epic struggie. The enemies are fierce and strong and it's not easy to com- 


CHAPTER 2 


plete It on your first trip. The single most importont tip is to take 99 Heol 


Potions! 


| BSE 


84 HP 


nemies In The Marsh Cave 


in2 AP_Sn | 


SHADOW 


30-60 AP_| 
255 EXP _ 
70G 

ur 


UNDEAD _| FIRE, HARM | 


QAKE, ICE, | 


r ] | 
| | — | Ae sha | — — i RUB. BANE, | =. ANE, ——~. | RUB, BANE, 
a | || a jee | | | 
‘= —— — = L =n = fee 1 — 
| ee —— ——— 
| Zombie Opi 
Ghoul opi | 
i, Bone op. 
Spider Opi | 
Arachnid ©p.30 
Were Wolf ©p.21 
| Grey Wolf Op.11 
| Scorpion Op.21 
cee | Wizard op31 


To Floor B2-A 


To The Outer World 


Undead creetures like the 
Bone and Red Bone won't 
last long when attacked 
by Fire and Herm spells 
Weapon ottacks can be 
effective as well 


To Fioor B2-B 


+ Surviving The Marsh Cave 


Staying alive long enough to get in and out of 
the Marsh Cave with Astos’ Crown is no easy 
task, Your Level 3 Magic spells will help. 
CUR2, FIR2, LIT2 and HRM2 are all excellent. 
Also stock up on Heal and Pure Potions—as 
many as you can carry. 


Scum ere amazingly 
resistant to attacks from 
weepone LIT2 Ie your 
best offense ageinst 
these monetere and thelr 
relatives, the Mucks and 
Slimes end Oozes, 


Moneters with polson 
bites ere not @ problem 
provided thet you heve 
brought elong plenty of 
Pure Potion if you 
haven't, evary step taken 
by poleoned wernors 
weakens them 
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ep Playing It Safe 


Don't try to find all the treasure on your first 
trip. Take along a few Houses and usa them 
just outsida the cave entrance. Head back 


out when your HP gets low. 


Treseure 
Chests 
@ Empty 
Large Dagger 
Op.20 


| 


e The Crown — 


You'll find Wizards protecting the Crown of Astos. 
LIT2 is your best magic attack, but your real strength 
is with weapons and defensive spells like MUTE and 
INVS. 


Tressure Cheste To Floor B1 
@ 6B0G 


To Floor BS 


| Short Sword Op.14 


Astos’ Crown wee stolen by 
heer 


wizards Return it to the Dark Elf 


—<<$<<<$<$—$ = 
Treesure Chests 


To Floor B2-B a 
= © ron Armor Opi4 @ 3856 


ee 


295 G Empty 
Copper Bracelet p.i9 Silver Bracelet 
House p21 @ Silver Knife 
Empty @ 10206 
Crown 
——————— 
|} Table Of | 
{ 
Locked Doors Weapons & Armor 
[Sliver Knife Silver Bracelet 
| 800 G | Damage: 10 | 5000 6 Absorb + 15 
(400 G) | Hit% 215 | | (2500) | Evede %: 1 | 
Fi, Kn, Th, NI, RM, RW, BM, BW | ey ae 
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Deoart CT aire 


The industrious Dwarves are busy in their subterranean home. Here you will 
find much treasure and information. This is also where you meet Nerrick, 


who can help you reach the Western Sea. 


The Blacksmith 


| @4506 

@ 575 G 

© Cabin 

@ Iron Helmet 


@ Silver Knife 
@ Silver Armor 


0575 G 
@ House 


Nerrick 


“ Nerrick Needs The TNT. 


Nerrick, the Dwarfs’ chief engineer, is 
opening a channel between the West- 
ern Sea and the Aldi Sea. It is the only 
be able to reach 
Melmond in the far West. 


way you will 


Table Of 


Treasure Chests 


Opl4 


© Oragon Sword 
Op24 
@ Wooden Helmet ©p.20 


©p.21 


[Weapons & Armor| 


eh The Blacksmith 
Needs Adamant 


If you can bring a precious min- 
eral called Adamant to the 
Blacksmith, he will forge for you 
the ultimate sword. It won't 
happen soon, however. See 


Chapter 7, p. 72. 


Remember that the Blacksmith requires 
Adamant ‘f he 1s to make the sword Xcalber 


With the Key you received 
after waking the Elf 
Prince, go to Coneria for 


the TNT 


[Iron Helmet = Silver Armor 

450G | Absorb - § 7500 G | Absorb 18 
| (225) | Evade %° 5 (8750 G) | Evade %: 8 
Fi, Kn, Ni Fi, Kn, Ni, RM, RW 


[ Dragon Sword 


Found | Damage 1 9 
(4000 G) | Hit % 15 
ees 


Fi, Kn, Th, Ni, RM, RW 


Particularly effactive against 


dragons. ! 


Nerrick will take the TNT 
and put it to good use —_ " 
Now you should head 
west for Melmond 


Sail to a new sea and new 
adventures 


Kn 


—— 

| | Xealber : 

+ Found | Damage 45 
hl Hit% . 35 
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Che Pleeping Prince 


Summary of Events 
G)ELFLANO 


G | CASTLE OF ELF 


fed 


Leam what happened to the 
sleeping Prince when you visit 
the cestle 


ce 


You'll find Information about 
Astos in the village You should 
buy bettar weapons and armor 
with gold won from Ogres. 


(od NORTHWEST CASTLE 
1) 


[ca MARSH CAVE 


Return the Crown to the King 
who turns out to be Astos Battle 
Astos and win the Crystal 


When the Light Warrlors have 
reached Level 8 or 9 they 
should head to the Marsh Cave 
and explore cautiously 


E CONERIA 


bat 
Foun) 


(y \ELFLANO 


ale g |EASTL 


Open the treasure vaults with 
the Key Here you will find goid 
and some special items 
including TNT 


Back In Elfland one of the 
citizens tells of a ship that flles 
through the air. 


Chapter . 


NORTHWEST CASTLE 


pa 


a 


A quick trip te the Dwarf Cave 
reveals that Astos stole the 
Crystal fram Matoya, which 
she needs to regain her sight 


Meel the King who has lost his 
Crown He commands you to get 
it back from the Marsh Cave 


& ) MATOYA’S CAVE 


Return to the North bringing the 
Crystal to Matoya She rewards 
the Light Warriors with a special 
Herb 


Wake up the Prince using the 
Herb In gratitude, he will give 
you the Key that opens the 
locked treasure vaults 


71) OWARF CAVE 


Return to the ruins of the 
Northwest Castie Unlock the 
locked doors and collect Astos’ 
hidden treasure 


Meet Nerrick and give him the 
T.NT With the explosives he wil! 
blast e channel to the Western 
Sea 


argh is perc ing 


Fhewk? boom eke ‘wader 


As you venture further, you become 
aware of greater mysteries. Where 
is the source of the Earth's rot? How 
do you get the Floater Stone and 
the Airship? 


search for the Earth Cave 
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Now that you have access to 
the Far West you'll be able to of ject then it is a mighty 


ff the Floater truly can lift eny 


You will search jong and 
hard before coming ecross. 
tha mineral called Ademant 


instrument Indeed 


——— 
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Melmond > p.29 


Outer World Enemies: p 


In this western region 
the rot of the land is 
evident. The town of 
Meimond ts in ruins 
and In the outer world 
much of the lend is 
sovered in vast 
swamps 


s 5 * 


Fiend of the Earth, but none returned to tell the . 
For an age Lich had remained buried in tbe cool 
bosom of the Earth, waiting for his time of ascendance. 
When light drained from the orbs, Lich sensed tt and be 
stirred. Creeping from bis dark bole, the foul breath a ) 
his passing turned ail it touched into poison. The r 
is died, People moved away to seek a livingin more | spread across the land like a brush fire. It was the 
pitable lands. Some of the braver citizens sought the | beginning of the end, and Lich refoiced. 


A ages past the iown of Melmond was known as a 
MB seat of learning, a city of peaceful traders and 
beau ‘gardens on the western border of civilization. 
} But when the light was drained from the four orbs, 
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Armor Shop 


Steel Armor 45000 G 
Silver Bracelet 5000 G 


Che Rotting 4 


Talk af Vampires and Titans is rampant in Melmand, but there is much 
truth In the words. Learn abaut Sarda, the Sage, andthe Vampire who 
lives in the Earth Cave. The Steel Armar far sale here Is one of the best 
buys anywhere for your Fighter. Alsa, be sure ta meet Dr. Unne. 


Or. Unna 


Weapons Shop 


Op.24 Iron Staff 200 G 
(ron Halmat 450 G a p20 
Op25 Sabre 450 G 
Copper Gauntlet 750 G ap.20 
Opis Long Sword 1500 G 
(ron Gauntlat 750 G Falchon 450 G 
Op22 ap22 
Inn 100 G 


Black Magic Shop 
Level 5 


White Magic Shop 
Level 5 


Te [TWAGIC LeveL 5- 
a rie 


8000 G 


A warrlor will recover between 54 and 128 points of lost HP. One Warrlor RMRWIWM. WW 
i 8000 G) Revives a deed werrlor, but does not work during battle HP only recovers by 1. Tone Warrlor RWWMWW | Yes 
|HRM3 | 8000 G| Infilct between 60 and 240 points of damage to ail Undead monsters All Enemies a 
FHEL2 | 8000 G| Revitalize each Wartlor with 24 to 48 points of regeined HP. All Warriors: 5 


AFFECT 
8000 G| The strongest fire speli causes damage of 50 to 200 points, All Enemies 
[BANE 8000 G| A polsonous cloud descends on eil your enemies, utterly defeating many of them. All Enemies 
WARP 8000 G| The Light Werrlors ere maglceily traneported to the previous level of a dungeon. All Werrlors 
[8.02 | 2000 G| The mast powerful Stow spell leaves the enemy mindiess end ineflective One Enemy 


Long Sword 
ERA ie. eh Assist Dr. Unne And He Will Help Yon 
| 750) | Hit% +: 10 Later in the game you will 
Fi, Kn, Ni, BM, RW | have a chanca to help Dr. 
| Unne in his language 
————_—_—— studies. Dr. Unne will 
Sicel Amer = than help you proceed to 
easnoiG) ee ies tha final stage. (Sea p.61) 
ae ae 
Fi, Kn | 
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Citan’s Cael 


Ruby to the hungry Titon. 


To Sarda’s Cave 


Green Ogre Op.21 The Titan 
Ogre Op.13 
| Grey Wolf Op.11 To Melmond 
Tiger Op.51 
| Arachnid ©p.30 
: : Treasure Chests 
@ Silver Helmet 
@ 4506 
| © 620 G 
| @ Greet Axe 


Getting Past The Titan 
To bribe the Titan into letting you pass, you'll need the Ruby. The Ruby is kept by the 
Vampire tn the Earth Cave. Find him on ine 3rd Level of the Earth Cave and defeat 
him (see p.32) then bring the Ruby 
to the Titan. 


A victory over the Vampire 
will win the Ruby for the 
Light Werrlors 


It is impossible to fight 
your way past the 


Titan or to etch him 
napping The Ruby is ‘Weapons & Armor 
your key Once the Titan has gobbled “ 


up the Ruby, you will be free 
to move on 


(1000 G) Hit % 


Shadow Op23 Grey Wolf opi Fi, Kn, Ni 


’-——"—— 8 
Sea Creatures 


Fi, Kn, Ni 


OddEye Op.21 


Table | 


Once you hove won the Ruby from the Vampire (see p.32) you 
should seek out Sordo, the Soge. To get there you must poss 
through the Titon’s Tunnel. The only woy to do this is to feed the 


Greet Axe E / 


Found Damege, 22 
. § 


Image Op31 Wolf oOp.11 ee 
| US ee rae Sahag p21 Silver Helmet 
Geist Opat Ogre ops pre) ire 250G Absorb. 6 

; Ps P. Shark op.21 (125 G) Evade %. 3 
Gient Op.31 Creep Op.13 Kyzoku op2t 


64 HP 76 HP 80 HP 
5-10 APPo | 32-64 AP_ | | 80-60APSI 
147 EXP | 252 EXP | 300 EXP 
0G 70G -| 300 G 
— — IGE, FIRE | | UNDEAD | FIRE, HARM | 
OAKE, LI, 1CE AUB 
— — —— | AUB aANE —— | GaNE anak 
BRAK, STUN, STUN SLEP 
sep 
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The Rotting Earth ¢ 
- 
Narth Carre 


Twa major fasks await yau in the Earth Cave, but the dangers are 
cauntless. First you must seek aut the Vampire and win the Ruby. 
Secand, Lich, the Earth Fiend, must be defeated. Sarda can help yau 
with this final task, There is alsa a place ta earn great wealth. 


Enemies in The Earth Cave 


L ~ 


240 HP 56 HP 288 HP 
38-76 AP 4 8-16 AP'Sn 66-132 AP | 
879 EXP 165 EXP 231 EXP 147 EXP | 
879G 231G =i) 117G = 
UNDEAD | FIRE,HARM| | UNDEAD | FIRE, HARM | 
QAKE, ICE, | Ice, Rue, 
—— | RUB, BANE, BANE, BRAK, 
STUN, STUN. SLEP 
_ SLEP i | 
— EE = J 
Bull op.30 Mummy 07.30 
Asp p13 Grey Wolf =p. e’ Earn A Fortune 
Ogre Op.13 Were Wolf oOp21 : 
7 | Green Ogre p21 — Troll op.30 In this branching corridor you will 
: Gargoyls Op.23 Specter op43 encounter Giants at every step. With 
2 | Spider Opi — Coctrice op43 each victory you will earn 879 Gold (per 
| sata, | Arachnid p30 Ooze p.30 Giant!) and 879 Experience Points. 
sTus, sep | 


To Floor 81 


Fighting Giants 's easiest 
with the Glant Sword You 
can find that in the Gurgu 
Volcano (p 40) and return to 
earn Gold here 


| Treaaure 
Hall OF Giants Chests F 
@ Corel Sword 
! Op.33 
D Cabin 
Fm Op.14 
— — 330 & 
To The Outer World To Floor 82 5000 & 
© Wooden 
a " Shield 
Treasure @ 1975 G @ Pure Potion opi4 
Chests 880 G Op10 D575 6 
Heal Potion 795 G 
| Op10 To Floor B3- 
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31 


ebVanquish The Vampire 

Like all vampires, this one can be defeated through the 
use of garlic, wooden stakes or fire. Unfortunately, 
there are no garlic cloves or stakes handy. Use your 
FIR2 to inflict the greatest damage. Harm spells also 
work well. 


The Dazzle magic of the Vampire 
can stun @ warnor and put him out 
of action MUTE and SLEP won't 


vs ~ 
bagel ~ Pcie rE ily 
The Vampire effective 
Treasure Chests 
© 34006 © Ruby VAMPIRE 
a ameoesS HP:156 | AP: 76-152 


eer EXP;1200 _ G:2000 


Undead | FIRE, HARM 


Dazzle(Sn) | QAKE, ICE, 
The Ruby Is a | RUB, BANE, 
valuable reward BR. AK, SLEP, 


for your victory 


eb The Ruby 
Take the Vampire's Ruby to the Titan in 
the tunnel. (See p.30,) 


|_STUN 


eh An Immovable Stone Plaie 

To pry up the Stone Plate you'll need a sturdy rod to 
use as a lever. Sarda, who lives beyond the Titan's 
Tunnel has such a tool. 


Rubies taste greet and are less 
filing than regular gems 


jen 
man 


Using the Rod you'll be able to 
ift the heavy Stone Plate 
Revealed below it is a passage 
to the deeper levels of the 
Earth Cave 

To Floor BS 


To Floor 83 


Treasure Chests 


| © 5450 6 @ 1455 & 

| 1620 6 @ 12506 

| Wooden Staff op.10@ Silver Shield 
ise a al ER Der le | © 34006 Cabin Op 14 
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Che Rotting ta 


eh Lich, The Earth Fiend Has A Bag Of Tricks 
Lich can use STOP, ZAP, NUKE and other 
strong spells. Your best move is to enter his 
room with full HP and boost your fighting 
warriors with FAST. Harm spells and Fire 
spells will also cause damage. AFIR is a 
good defensive spell to protect against 
NUKE while CUR2 will help warriors recover 
HP in battle. 


To Floor B4 


The Fiend's Orb 
Lich, The Earth Fiend 


Coral Sword E | 


Found | Damage: 19 
(4000 G) | Hit% : 15 


Fi, Kn, Th, Ni, RM, RW 


2500 G 
(1250 G) 


Absorb : 8 
Evade %: 0 


FAST, LIT2 | ICE, RUB, 
HOLD, FIR2 BANE, STUN, 
SLOW, SLEP | SLEP BRAK 


Particularly effactive agelnst 
water monsters 


After defeating the Earth 
Fiend move forward and 
touch the black orb You 
will be transported out of 
the Earth Cave 


arda’s Cane 


Having wan the Ruby and passed through the Titan’s Tunnel, yau will find the 
cave af Sarda and the ald sage inside. He will give you a Rad, which can be 
used as a lever on the Stane Plate in the Earth Cave. 


+h The Rod Opens The Way | 
With the Rod, return to the Earth 
Cave and pry open the Stone 
Plate. {t is the only way to reach 
the lowest 


levels of the V & i \\ 
cavern. "SS ee 
2 a 
= 


fe Sarda describes how 
the Rod ts used and 
hints at the presence 
of Lich, who has 
caused the rot 


SPECIAL ITEM 


. 


The Rod gives you the strength 
of a dozen men, enough to lift 
the heavy Stone Plate 


Visit Sarda And Claim The Rod 
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Che Rotting Earth 


- Chapter 


G) TITAN'S TUNNEL 


Summary of Events 


¢] MELMOND G) THE EARTH CAVE 
H E 


, SARDA’S CAVE 


Gather Informetion In this 
western port and buy strong 
armor Bring plenty of Heel 
Potion from Conerle 


[= TITAN'S TUNNEL 


Seek out the Vampire deep In 
the ceve and do battle with him 
for the Ruby 


Give the Ruby to the Titan, who 
loves them for lunch, and he will 
let the Light Warriors pass 
through his cave 


Speak to Serda, the sege, end 
he will give you The Rod—e tool 
that helps you lift the Stone 
Plate in the Earth Cave 


(od_ EARTH CAVE 


The further you go in 
Final Fantasy, the more 
weapons you will find 
hidden deep in treasure 
chests. It is important to 
know which ones to 
keep. The Giant Sword, 
for instance, is very 
powerful against ene- 
mies in the Giant family. 


Return to the Eerth Ceve via the 
Titan's Tunnel Make sure to 
collect treesure in the treasure 
vault in the tunnel 


Lift the Stone Plate end venture 
Into the depths of the cave 
Battle Lich, the Earth Fiend if 
you win, 6n orb will shine again 


With the Gient Sword you can 
earn lots of Gold 


The Rune Sword works 
like magic against crea- 


What are these tales of a 
great civilization in the 
Far North and of the 
Floater, a stone that 
defies gravity? They 
sound more like rumors 
than reality, but in follow- 
ing the trail of myths you 
may find them. 


Rahs! teeth 


A Floating Stone end ¢ flying 
ship are just two of the wonders 
thet lle ahead 
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If only one could reach this 
ancient civilzetion one might 
find powerful help for the battles 
to come 


AP SGN 


Or Unne hes trevelled to the Far 
North once himself, but he 
needs someone else to go now 


it takes @ special weapon to 
turn aside a magic spell 


Another specialty wea- 


pon, the Dragon Sword 
comes into play more 
and more near the end 
of your quest, where you 
will encounter dragons. 
Special swords can be 
used for fighting other 
monster families, too, 


but they lack the 
strength of normal 
swords. 


tures that use magic. 
Look in the tables of 
enemies to determine if 
a monster is classified 
as a magic user. 


Although the wetery Hydra 
doesn't breathe flemes, It is a 
member of the Dragon family 


EOWA TMI E WI EUTEICHES UU 


Tebhignt Warriors now turn, their attention {ase 

Brennen denying co jond_o: 
AGG, Ha Oave «Ol ice an 

fsraiiy hey meet Lukahn who fo 

IG andiewin of still more myst 

SiPiPamigoes inthe town of 
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To reach the Ice Cave you 
must weigh anchor in the 
mouth of the river and 


use the canoe to sail 
inland. 


Quter World Enemies: p.45 
ice Cave > p42 


Gurgu Volcano 


>p.39 


River monsters 
ettack as the Light 
Warnors paddle 
upstream Magic 
will do little good, 
80 concentrete on 
fighting with 
weapons, 


Crescent Lake p p.37 


Ryukahn Desert > 45 


—>t#2¢The Ancients 32334-— 


H undreds of years ago a great civilization in the 

North created magical objects that could do wond- 
rous things. One of these objects was the Floater Stone. 
Jt was able to suspend gravity around a much larger 
object, say a castle or a ship. And indeed with the power 
of the Floater the ancients built castles in the sky and 
Siying ships. 

But 400 bundred years ago a terror appeared in the 
skies of the North. The wonderful ships and castles of 
men began dropping from the air like stones. Fearing 
that their magic would be utterly destroyed by this new 


force of evil, one brave band set out in the last renee 
ing airship. They flew to the South where the fiend of the 
wind had not yet come, and there they hid their great 
treasure. The airship was buried in the dunes of a 
scorching desert while tbe Floater that powered the ship 
was taken to a cave of ice. As the men made their way 
back to the North, they were lost at sea, as was their 
precious knowledge. 
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Warriors In The Sky CHAPTER 4 
Greseent 1) ake 


The Silversmiths af Crescent Lake are renawned for their fine work Bath 
weapans and armor are available here. Mast impartant are the Sages. 
Lukahn and the Sages have much tateil you abaut the four fiends afflicting 
the Earth, and Lukahn gives yau the canae. 


Weapons Shop 


Silver Knife 800 Op24 
Silver Sword 4000 G On20 
Siver Hammer 2500 G 9 Op19 
Silver Axe 4500 6 


Armor Shop 


Sitver Armor 7500 6 Op29 
Silver Shield 2500 G Op33 
Buckler 2500 G 

Silver Helmet 2500 G Op.30 
Silver Gauntlet 2500 6 


ltem Shop Chnic 400 G Circle Of Sages 

Heal Potion 60.6 = Op.10 Black Magic Shop 

Pure Potion 756 p10 Level 6 Magic 

Cabin 250 G Op14 Inn 200 6 " 

House 3000 6 p21 White Magic Shop 

Level 6 Magic 

SPELL | PRICE RESULT AFFECT USER BEST BUYS 
SOFT | 20000 9 | A warrior whe has been turned to stone will be restorad to a normal state ‘One Warrior WMWW 
ExT | 20000 9 | Transport ell the warriors from the depths of any dungeon excep! dunng # battle All Warriors i RWW 
FoG2 | 20000 G | All the warriors’ defensive armor rating Is increased by 12 points AN Wernors | RWWMWW 


INV2 | 20000 6 | Hidden from view, all the warriors are subject te @ 40% decrease in the enemy attack, All Warriors RWW WW 


Biack Macic LEVEL 6 — 


SPELL | PRICE RESULT 

Strongest lightning spell damages ell enemies from between 60 to 240 polnts. 
RUB | 20000 6 | Freses an enemy completely, but does net work on Undeed moneters One Enemy BMBW 
QAKE | 20000 6 | Ghasme open wide in the ground end swellow ell the enemies whale All Enemies: BM.BW 
An enemy with up to 300 HP will be paralized, making it on easy target. One Enemy 


= —— 
[ Silver Axe Buckler B Silver Gauntlet 
| 4500 G | Damage: 25 2500 G } Absorb : 2 2500G | Absorb : 6 
(ezeD G) | Hit%® : 10 {_ (250 G) | Evade %: 0 | (1250 G) | Evade %" 3 


| he Kn, Ni | Fi, Kn, Th, Ni, AM, RW | Fi, Kn, Ni, RM 
4 = = 


USER BEST BUYS 


All Enemies 
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+The Wisdom Of The Sages 
From the beginning of the game the fate 
of the four orbs held by the Light War- 
tiors has been a mystery. Now, in the 
presence of these wise men, some of 
the truth is revealed. Having defeated 
Lich already, you will have noticed that ‘ 
one of the orbs has regained its light But the three other orbs remain 
dark. You will have to defeat each of the four elemental forces before 
each orb shines again, and even then your task will not be entirely com- 
plete. Also keep in mind that Lich is the weakest of the four fiends. But 
don't let this knowledge dishearten you. Each time 
you defeat a fiend you recover some of the lost 
power of the orbs. 


Here at last you learn how the 
four orbs lost their light The four 
fiends seized the power and are 
now turning it to their own vile 
purposes Awara that the Light 
Warriors are the one hope ot the 
world, Lukahn gives you the 
Canoe to speed you on 


The Canoe 


The only way to reach the interior 
of this region is by Canoe Once 
Lukahn gives It to you, simply 
walk to the river and the Canoe 
will be launched 


When you first en- 
counter this fellow he 
doesn’t have much 


to say. But afterde- = « Remember EXIT 


ae Pot nal ooh The importance of EXIT magic will become apparent 
SE to him again and he'll as you reach even more difficult mazes and dun- 
"= tell you to look for the geons. Once you have completed the Class Change 
Floater in the Ice (see Chapter 5, p.52) return to Crescent Lake and 

buy EXIT. tis the most important magic in the game! 


To receive this 
message you must 
first defeat Kary in the 
depths of the Gurgu 
Volcano The cave of 
which the man speaks 
1s in the mountains to 
the North Once more 
you must travel using 
the Canoe 


Although the magic spells 
are getting costly, EXIT 
and INV2 are both well 
worth the Gold you spend 
Unfortunately, you won't — 
be able to buy them unti 
later In the gama 
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| Gurgu Boteano 


Just os you did at the Morsh Cave, use a House before entering the Vol- 
cono. If your party dies inside, you'll be oble to come tight bock. The hot 
lovo floors will droin HP with eoch step. Be prepored with o full lood of Heol 


Potion. 


Enemies In The Voicano 


RED GARGOYLE 


276 HP 
| 60-100 AP 


| "R2, HOLD, 


Fi QAKE, ICE, 
FIRE FIRE 


QAKE, FIRE 
RUB, ANE 
SRAK STUN, 
SLEP 


| 


RED DRAGON 


DRAGON 
BLAZE 
(DAMAGE) 


248 HP 
78-150 AP 
2904 EXP_ 
/4000G 
ICE BANE, BRAK 


222 HP 


39-78 AP Po 
1194 EXP 
3006 


QAKE, FIRE 


192 HP 
30-60 AP | 
1182 EXP 


37-62 AP | 
2472 EXP 


600 G | 


ICE 
| Scorch SQUINT AKE, FIR 
(DAMAGE) (RUB) et 
= 
A OR WIZARD OGRE 


= 
= 


280 HP al 
| (0. AP ie $0-100 AP 
1215 EXP 1677 EXP 
400 G 400 G : 
| DRAGON ICE ——— ICE _GIANT/MAGIC 
CREMATE FIRE QAKE, FIRE RUSE,DARK, QAKE 
—_— SLEP, HOLD, 
| ICE2 


Sphinx p51 
Green Ogre = ©p.21 
Scorpion Op21 
Bull Op30 
Muck Op23 
Giant p31 
Iguana Onl3 


To Floor B2 


To The Outer World 


ae 


= 


ee Journey Up The Creek 


Refer to these maps and the large 
Chapter 4 Map to plot the correct 
course up the rivers, Many turns lead 
nowhere and if you paddle up them 
you'll lose time and HP while battling 
the river monsters, 


ac 
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Treasure Chests 


i RAB A 


To Floor 81 


To Floor B3-A 


| O7956 © Cabin Opi10 
| 750 G 1760 G 
© Giant Sword Op42 @ 15206 

| 4150 G Silver Shield ©p.33 
| Siver Helmet Op30 © 14556 

9 1520 G Sitver Axe Op.37 
| Silver Helmet p30 1975 G 

Silver Helmet ©p30 © Pure Potion Op.10 

| Heal Potion ©p10 © Heal Potion  Op.10 


eh Watch Your Step — 


The heat of the Volcano is tremendous. Each 
step on the hot lava sections will drain HP from 


all four members of your party. Keep tabs on your 
HP levels as you delve deeper and plan each step 
to reduce the distance you have to cross on the = 


hot lava flows. 
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Find Treasure First 


Much valuable treasure, including armor 
and weapons especially suited for use in 
the fiery realm of the Volcano, is to be found 
here. Take your time. Kary the Fire Fiend 
isn’t going anywhere. If you bring several 
Houses along, you can restore HP using 
magic. This saves 
your Heal Potions 
for the final assault. 


Use the House 
outside the Voica. 
‘no to recover HP 
and magic lost 
while collecting 
the vast treasures. 
‘Two or three tnps 
in end out should 
be all you need 


To Floor B4-A 


: Nie Ee 
en 


» Predicting Enemy Altack 


Many treasure rooms are guarded 
by powerful monsters who always 
appear in the same place. Know- 
ing this you can be prepared for 
their attacks and, sometimes, you 
can avoid them altogether. Some 
monsters attack as soon as you 
enter the room. But others inhabit 
only a single spot inside. If you 
step into a treasure room and are 
not attacked straightaway, try 
going around the edge of the 
room. By doing so you may avoid 
whatever guardian monster is 
lurking there. 


ae | 


_. a ee 


Warriors In Che Sky 


eh Fighting Fire Monsters 


As you might guess, the best way to 
defeat creatures of fire is with ice. Ice 
spells are particularly effective in the 
volcano. The Ice Sword, which you'll 
find on Floor B4-B, is by far the best 
weapon for your Fighter. As for armor, 
in the Ice Cave you'll find the Ice 
Armor, (see p. 
44) which 
protects you 
from the hot, 
scorching at- 
tacks of many 
monsters in- 
cluding Kary. 


= To Floor B3-B 


ICE2 ts your best attack spell in Ihe 
Volcano For protection, use AFIR Your 
magic Is limited, however, so don't 
waste either of these spells on weaker 
foes A conventional attack works fine 
against most of the enemies 


Treasure Chests 


@ 7340 6 © Soft Potion Op21 
Pure Potion Op10 @ 106 
= Flame Shield Op42 @ 1556 
e Ice Sword = ©p42 @ House Op.21 
" ) 880 6 ® 20006 
: 1760 G ® Empty 
2750 G Wooden Staff Op 10 
| 1250 G 
To Floor BS 


HN 


To Floor B4-B 


| Treasure Chests 
© Fame Armor 
Empty 
Empty 
Empty 


The Fiend's Orb 
Kary, The Fiend Of Fire 


eh Battling Kary 
As always, don’t enter a fiend’s lair until each Light Warrior has full HP. To con- 
serve your magic, you should use only Heal Potions on the way down to Kary’s 
room. Equipped with the Ice Sword and Ice 
Armor, a Fighter can inflict a lot of damage, 
but you can boost that by using FAST. Red and 
Black Mages get in their licks with Fire spells. 
The White Mage uses AFIR and INV2 to help 
protect his companions. 


KARY 


“We 600 AP: 40-80 

EXP: 2475 | G:3000 Or ceed in puttng out 
nce MU SU ed in putin UI 

FIR2, DARK | STUN, SLEP aaenoe it's time % sehen 


—— 


HOLD LIT, (CE, 
FIRE, BANE, 


her orb, the second of four Step 
forward and touch the orb As 
before with Lich, the Light 


a 
Table Of 
Weapons & Armor wari wl esr 


el have recovered their glow 


BRAK 


Ice Sword aw] Giant Sword i Flame Armor Flame Shield 
Found Damage. 29 Found Damage' 21 Found Absorb . 34 Found Absorb - 12 
(7500 G) | Hit% : 25 (4000 G) | Hit% +. 20 (1500 G) | Evade %- 10 (5000 G) | Evade %. O 
Fi, Kn, Ni, RM, RW Fi, Kn, Ni, AM, RW | Fi, Kn, Ni Fi, Kn, Ni { 
Particularly effective against Particularly effecive against Particularly, etfecve against Particularly effective against 
Fire mohieest e on monstefsth'the Giant-cate- Ice attacks. xy | | ice attacks) 
err gory. cs ss cere 


[oe cpents ea oenle pa A i " 2 - MM 
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Gee 
ES Wee 
ij 


i a - Hi 


which lies within. 


rriors In Che Sku CHA 
co 
Che Ice Care 


Northwest of Crescent Lake is an isolated cavern that has remained frozen 
since the last ice age. Equipped with Fire Armor and fire spells you'll face 
Frost Giants and other cold-hearted enemies. Your prize will be the Floater, 


e 


Enemies In The Ice Cave 


5 SPECTER FROST DRAGON 


COCTRICE 


105 HP 
| 26-52 AP 


FROST WOLF 


DRAGON FIRE, LIT 


| RUB LITS, 
FIR3, BANE, 
SLO2. STUN | 


FROST 
{DAMAGE) 


BLIZZARD. 
{DAMAGE) 


QAKE, ICE, | 
BANE, 
BRAK, 


{= 


[UNDEAD 


(432 EXP | 752 exe_| 
432G | 1752G | 
FIRE HARM | | FIRE. =| MAGIC 
QAKE, ICE, (STUN) | | ICE | | ¥XXX, BRAK,| QAKE 
RUB, BANE, — —s| | — } j Rue Lr 
STUN, | | HOLD, LAME 
| SLEP | | ihe | lie SLOW, SLEP 


| 
f 
| 
\ 
| 


ty Fighting Ice Monsters 


Just as you attacked Fire monsters 
with Ice spells and weapons, Ice mon- 
sters are susceptible to attack by fire. 
FIR2, and especially FIR3 (if you have 
ttatthis point) will melt the opposition. 


The Flame Sword is 


{see p.44} and should be equipped 


immediately. 


in the Ice Cave 


The Frost Wolf often hunts In 
farge packs FIR2 will thin 
their ranks. Use MUTE as 
well 


To Floor B2-A 


To The Outer World 


To Floor B3-B 


The Frost Dragon's Blizzard 


spell quickly drains your 
HP unless you attack hard 
with the Flame Sword 


es 


| Treasure! Chests 
Heal Potion © p.10 
® 10000 G 


© 9500 6 
| Tent Op10 
© ice Shield © p44 


The Coctrice can turn you 
to stone with the Glance 
spell Make sure you have 
several Soft Potions 
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A3 


‘a + Taking The Plunge 

‘ In the room of pits you'll want to watch your step. Right 
off you'll notice a treasure chest in the middle of the 
iz room, inaccessible due to the holes Of course, the 
| B2-8 Floater is there in the middie. 
1 


To Floor Bi 


Circle around the holes and 
drop through the hole at the 
upper left. Now you'll be on 
Floor B3-B in a room full of 
Undead monsters. Cross the 
maze to the stairway leading to 
Floor B1. in the room with one 
hole, drop down and you'll find 
the Floater. 


—~To Floor B3-A 


\ 
| 
1 


_Jo Floor B3-A B28 


——— 
| Treasure Chests 
| @ Flame Sword 
{ Cloth O p.10 
| Floater 
—————EE— 
si ses sis | Tr A To Fioor B2-A 
Before you can get the Floater you will face | a 
the wrath of the Eye. Use FAST to boost your : , [L-To Floor B2-B a a 
best fighter. Arm him with the Rune Sword. \ ia: | | —— 
. The LIFE spell val et | 
we 


RuB From Floor B2-B-— 
Treasure Chests 


@ Silver Gauntlet © p.37 


B ice Armor 
Once the Eye 1s out of the 
picture nothing can stop you 5450 G 
from getting the legendary 2 180 G 
Floater 9900 G 
| 5000 G 
12360 G 


SPECIAL ITEM 


= 


1 
} 
7900 G 
| 
es 
| Table of | | 
Na Hania deset ands end | Weapons & Armot Bi 


Flame Sword 7 | Ice Armor r | Ice Shield = a. 
( Found | Oamage 26 Found | Absorb 34 | Found | Absorb 12 


atiaws it to fly 


(5000 G) | Hit % 20 (18000 G) | Evade % 10 ($000 G) | Evade %: 0 
3 | jee a esl ; 4 
Fi, Kn, Nu, RM, RW | | Fi, Kn, Ni | | Fi, Kn, Ni 
Z | aaa | 4 
Particularly effective against Particularly effective against | Particularly effective "against | 
Ice monsters Fire attacks, Fire attacks. > ~ 
ae | 
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Warriors In The Sky CHAPTER 4 


uukaln WA esert 


Since the toil of the greot civilizotion in the North the Desert of Ryukohn has 
kept 0 secret buried beneath its burning sands. Now, ormed with the Floot- 
er, the Light Worriors con seek out ond roise the Airship. Their quest to 
become warriors of the sky is almost complete. 


+ A Rumor In Elfland 
Far to the West in Elffand tates are still tald af the 
Floater Stone and the great Airship that can fly faster 
than an eagle. 


Drop anchor in the river. 


t The Airship Revealed 
Leave your ship at the mouth of the river and take the canoe to 
land. Hike to the middle of the desert and switch te yaur sub- 
screen. Now use 
the Flaater. The 
Airship will rise 
magically fram 
the sands. 


hapter 4: Outer World Enemics Sasam! SPECIAL ITEM 


Grey!mp 9p130 g ————__ a 
Wolf 0 p11 Sea Creatures 

Grey Wolf opd1i Sahag 0 p21 
Werewolf © p21 Red Sahag © p.21 
Ogre opis Shark Op21 
Green Ogre © p.21 Kyzoku © p2i 
‘Asp Op13 OddEye © p2i 
Cobra Op3t = , ay 
Arachnid oO p30 
Pede Op39 
Scorpion © p21 
Troll © p30 
Bull © p30 
Geist Ops 


With the Airship, the Light Warriors ex- 
pand ther horizon once more Now 
they can fly to the North or anywhere 
in the world in just a matter of 
seconds 


208 HE 
20-40 AP Po 
1224 EXP 
| 402g | 
__| | WATER Eee i 
QAKE FIRE | | ard 
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915 EXP | 
wi) isoG_ | 
WATER | LIT | | DRAGON — 


QAKE, FIRE 


3 Rivet Monsters | Py —= 


|— —— | 


| 4 | 


Summary Of Events 
©) CRESCENT LAKE 


C>)GURGU VOLCANO 
HA gy E 


} 


Obtain valuable information trom 
the Crcle of Sages and the 
canoe from Lukahn Buy Houses 
and Heal Potion 


Collect treasure from the many 
vaults of the Volcano, then seek 
out Kary on the lowest level and 
defeat her 


In Elfland you hear about the 
possible location of an Airship 
which you can raise from its 
secret hiding place 


Using the magic of the Floater, 
ralse the Alrship from the 
burning sands and board it to 
fly to new horizons. 


Two fiends have met jus- 
tice at the hands of the 
Light Warriors, but if the 
Sages are to be believed, 
two more remain. Per- 
haps when you fly to the 
wide reaches of the 
North you will {earn more 
about the fiends of Water 
and Wind 


The two remaining flends have 
been here longer Does that 
mean they are stronger? 


- ss Why don't these wise men tell 
The conspiracy of the four you the whole story? 
elemental flends is Known, but 


how did they unite? 
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Cy) GRESCENT LAKE 


Back at Crescent Lake speak to 
the fellow who had been asieep 
to learn the whereabouts of the 
Floater Stone 


Brave the fierce cold of the Ice 
Cave to claim the Floater Use 

Fire attacks to keep the frigid 

monsters at bay 


When fighting ene- 
mies of Fire or Ice, 
always use the oppo- 
site attack. Fire vs. Ice 
monsters. ice vs. Fire 
monsters. The same is 
true for armor, wea- 
pons and spells. 


The Aegis Shield can reflect 
the spells of monsters who 
turn you to stone Only a 
Knight can equip the shield 


The Ribbon and Pro- 
Ring are two more 
special defensive tools. 
The Ribbon should be 
used to protect against 
the special attacks of 
monsters. The ProRing 
can deflect the RUB 
Spells. 


BLM N 


It you know a Fire monster is 
lurking nearby, equip with 
your Ice weapons and armor. 


Medusans and others 
who use Glance spells 
can turn the unwary 
warrior into a statue, 
Prevent this by using 


the Aegis Shield, 
which blocks _ their 
spells. Learn more 


about the Aegis Shield 
on p.70. 


If you know an area 1s 
infested with these monsters, 
Prepare by equipping with 
ProRing or Ribbon 


? 
i 
H 


| 


Naw thot they're aboard 

of the Airship the Light Warriors 

“4 mave quickly fo new londs 

# —-and odventures. Before them lies a 

great challenge. The first stap is o choin 

of green isionds. Here in the Cardia 

déPan%s is the hame af Bahomut’s Drogons, Boha- 

mui, ihe King, can bestow a greot gift, buf first you 
must prove your courage. 


VOLUME.17 47 


Flat Field Grassy. Plain 
Lending the Airship is : = 
a bit like finding a safe 
herbor for the salling 
vessel Only flat gressy 
land will do The result 
Is thet to reach certain 
locatione, euch as the 
Castle Of Ordeal, you'll 
have to land in a 
remote field and hike to your destination 


The Castle Of Ordeal ie encircled with 
swamps, mountains and foreets. The 
closest lending site is ehown here—far to 
the east of the castle Take several 
Houses with you to avoid heving to march 
back to the Airship every time your HP 


Outer World Enemies: p.51 


‘Cardia sands > p.49 


—+++x¢ The Dragon King @ 


wa’ the days when the rot began and the light of the 
jorbs dimmed, the Dragonfolk lived on the penin- 
sula east of the Cardia Islands. The Castle of Ordeal 
was then called Bahamut's Keep, but a legion of fear- 
some monsters swept down upon the castle from the 
North, and such were their numbers that Babamut and 
his people bad to flee. Taking refuge in the islands west 
of their ancestral home, the Dragons found safety, but 
they began to know fear. 
Seeing this, King Babamut looked for a way to instill 
courage in bis people-a courage that would be needed 
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runs low You will encounter the same 
problem in Chapter 6 when you want to 
go to the town of Lefein. 


if the new forces in the world were to be held at bay. 
And so be devised the Trial Of Courage. Babamut was' 
the first to go. Alone be travelled to the castle that once’ 
was his home Alone be entered the gate and, fighting, 


the Islands. | 
In the days and years that followed, any dragon or 
man who sought Babamut’s support was required to 
seek proof of bis courage in the Castle. Many followed 
in the Dragon King’s. eee ue but none returned with), 


the token. a 


— 
a 


Rewards Of Courage 


Clas. 4 slants 


This is the hame af the Dragans af Cardia. The dragans seem ta 
have courage on their minds. Everywhere yau ga there is falk of 
testing and ardeals. That is the way af dragans; they respect bald 
and courageous humans and despise weakness. The Light War- 
riars must seek out King Bahamut and learn the task he has set for 
them. 


CHAPTER 5 


To The Quter World Treasure Chests 


OCabin Op14 
@575 G 
© Soft Potion © p.27 
To The Outer World @106 
@ House Op2 
@500 G 
© 160 G 
©9500 6 
To The Outer World ©2750 G 
@ 1520 6 
2750 G 


® 1455 G 
To The Outer World ©2000 6 


To The Outer Werld 


ane FLOOR B1-B jeremy «| The Dragon’s Test 

The Light Warriors are bidden to go to the Castle Of 
Ordeal and return with proof of their courage. But 
| what is that proof? None of the dragons are willing 

to speak of it. Surely it must be a very terrible thing 
| if the brave dragons will not even mention its name. 
| Or perhaps part of the trial is to discover the object. 
' In fact, that is exactly what is expected. The real 
| trial lying ahead is to penetrate the castle and poke 
) into every nook and cranny. Then bring back what 
you find. 


Bahamut ~~ 


Yo The Quter World 


To Floor B1-B ~~ 


l 


‘Do not fear Bahamut. Go to him 
To Fleor B2 | | and tearn something of your 


i] destiny. Later, you will visit him 
| 
FLOOR B2 Seeeeilegs 
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Castle (By rdext 


The Castle Of Ordeal is aptly named-—the inhabitants are fierce, the mazes 
are deviaus and the gaat is unclear. Three floars of constant danger and 
battle await those wha enter, but you have no chaice. Make sure yaur HP is 


full and that you have 99 Heal Potions. 


Enemies in The Castle Of Ordeal 


Pr Zombull opés 
MEDUSA puIZARD, MUMMY ZOMSIE DRAGON Red Gargoyle op.38 
: Ki | Mummy op.30 
20-40 AP 
aioe Sorcerer oOp43 
400G | Nitemare Op.63 | 
FIRE, HARM | | ungeanmangon | FIRE,HARM| Mud Gol Op.63 


FIR2 SLOW, | OAKE, LIT, 


GLANCE IGE, RUB, | OAKE ICE, 
tis DARK SLEP, | (Ce FIRE RANE BRAK —s, RUB, BANE, 
FIRE. LIT, || SANE BRAK, | STUN, sLEP BRAK, STUN, 
It CURE STUN SLEP iL ‘SuEP 


| 
| | (STONE) | 
| | 
| 


7 To Hoor 2 


Battle Tips 


Many powerful magic users dwell in the Castle. 
Against some of these you'll have little defense. 
The INV2 spell helps the warriors dodge. MUTE 
works on many, such as the Medusas. AFIR is a 
must against the Mancats. Use these defensive 
spells at the start of an attack and always consult 
the appropriate table for information about the 
enemy who ts attacking. 


Come prepared with Soft 
Potion in case you're turned to 
stone 
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Wizard Mummies usually 
appear in groups FIR2 will get 
rid of them 


| ® Zeus Gauntlet 


Treasure Chests | 


From Floor 1 | 


To Floor 3 - 


eh The Column Maze 


The second floor of the Castle is a maze of closed 
rooms. If you touch a column, however, you'll be 
transported to one of the other rooms. Follow the let- 
ters from A to H in alphabetical order and you'll 
reach the third floor quickly. This ll reduce the 
number of attacks you | 
face while in the Castle. 


Collect the Zeus Gauntlet alter 
reaching H, then go upstairs to 
the third floor 


To Floor 1 


Tell The Tail Of Courage 


To Floor 2 


Treasure Chests 


© Gold Bracelet 

@ Ice Sword 9=@p.4 
© Iron Gauntlet @p.22 
© Heal Staff 

© Empty 


© House @p.21 
@ 14556 
© 73406 
© The Tal 


Table Of 


Gold Bracelet 


50000 G| Absorb 34 
(25000 G)| Evade %: 1 


Fi, Kn, Th, Ni, BB, Ma, 
RM, RW, WM, WW, BM, BW 


[Heal Staff Zeus Gauntlet ja} 

Found Damage 6 Found Absorb 6 
(12600 G)| Hit% .0 (7500 G) | Evade % 3 

Ni, WM, Ww | Kn, Ni, RM 

Restores some HP to all Helps protect against attacks 
inembers of your party by lightning. 


In the most remote chamber at the top of the third floor of 
the Castle is a Treasure Chest containing the Tail. You'll have 
to defeat the Zombie Dragons first—no small detail. FIR2 
and FAST are both effective. Then, to make a long trip short, 
step onto the throne. You'll be transported back to the first 
floor of the Castle. Now return to Bahamut. He rewards your 
courage by promoting the Light Warriors to a higher status. 


The Tail 


ety Obtaining the Rat's Tall and giving it 
= to Bahamut 's a token of the courage 
of the Lighl Warriors Once It Is done, 
they will be transformed 


ter 5: Outer World Enemies 


228 HP 
23-46 AP. 


Sea Creatures 


260 HP 
40-80 AP 


Sahag op.-21 


1160 EXP. 


1218 EXP 


Red Sahag op.21 


1160 G 


502 6 op2i 


DRAGON 


QAKE | 


op2i 
oOp.21 
a 


QAKE 


196 HP 
30-60 AP 
1977 EXP 


OR 
164 HP. 
22-44 AP 


Giant op31 # 
Iguana op.13 
Saber Tooth Tiger 


—— 
River Monsters 


Hydra 
Gator 


Op4s 
Op.45 


200 HP 
46-92 AP 


1317 EXP 


2683 EXP Op69 Frost Gator © p.59 


658 G 


650 G 


DRAGON 


wf 9006 


| Catman Op.69 


Great Pede p43 Caribe 


Red Caribe 


op.45 


GLANCE 
(STONE) 


STINGER 
(POISON) 


QAKE 


Oo p59 
op4s 
© p59 4 


Red Ankylo © p.6B Ocho 


Naocho 
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Summary Of Events 


Visit the dragons, collect their 
treasure and meet their king, 
Bahamut. He will present you 
with a trial ot courage 


FIGHTER 


BLACK BE 


RED MAGE 


») Cardia 


Travei to the Castle of Ordeal Bring the Tail back to Bahamut 
and challenge its three deadly Heving proven yourself, he will 
floors On the top floor claim the transform your party into higher 


Tail es a token of courage professional categories 


’ Character Transformations 


When the Fighter becomes a Knight he is abie to 
Equip ali the strongest weapons and affngr In fact, 
he becomes a formidable wer mechirie Evén better, 
he ts now able to use certam tow level magic”spelis 


Once the Thief becomes a Ninja e whole new world 
of specialized weapons opens up..Hei8 also able to 
make use of most pieces of ermor His quickness 
and strength are enhanced and he can use”*Some 
magic 


The Black Belt/Master Is a very specialwarrior With 
the skill ot hands and feet, speed and. intelligence, 
he can combat anything Atter the transformation, 
the Master becomes your best sure fighting warrior 


When the Red Mage becomes a Red Wizard, his 
attack power Is enhanced Sttli, the RedjWizard 
remains the one well rounded warnor in the,party, 
able to use most weapons and mid to low ratige 
magic spells. 


The White Wizerd 1s considerably stronger than his 
former selt as a White Mage. Late in thésgame you 


WHITE MAGE may even wish to equip him with-albowertul, sword, 
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His best role, however, remains that of protector 


The Biack Mage gains some physical stamina and 
strength from tis transformation to Black\Wizard, but 


rt fh to make him much of a fighter Gast 
a BLACK MAGE Black Magic Is stil his Grengif and Piece 


Pp r 
est’challenge yet. From the _ 


owns of Onrac and Gala” 
come mony rumen of fan- 
tastic machines, of a shrine 


that sank with the coming of 
the-Fiend of Water and of 
robots that fall from the sky. 
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7% 


“MAP — 


Outer World Enemies: p.o9 


a 


aa >p.5 9 1] 


L ——e 


Waterfall > p.63 | 


Ona p.57 | 
Sea Shrine > p.60 | 


The nearest 
landing site to 

| Onrac for your 
Airship 1s this field 
to the southwest of 
the town Fram 
here, travel by 
Canoe and foot to 
your destination 


—+t2i A Mérmaid’s Tale #2 


T he storm that sank the Sea Shrine came on as a 
dawn of red skies and hot winds from the Fast. By 
i noon dark clouds boiled overhead and 20-foot waves 
i? crashed against the marble walls of the Shrine. Inside, 
the Mermaids watched with apprebension. It had long 
been known that something was amiss in the world, 
but until now the sea bad been their friend. They 
stowed their most valuable possessions on the top floor 
of the Shrine, then settled down to wait. 
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it soon became clear that the Sbrine could not with 
stand the waves and wind for long. But the Mermaids 
worried more about the town of Onrac, for the people 
there could be swept into the sea and lost, unlike the 
Mermaids. As the storm reached its peak of fury and the 
Sbrine began to slide into the depths, one Mermaid 
escaped. She warned the people of Onrac, who fled 
inland and were saved, but in so doing the Mermaid 
had lost ber own home forever. 


Chnic 750 6 


ITEM SHOP 

Heal Potion 60 G 
op.10 

Pure Potion 75 G 
©p 10 

Cabin 250 G Op 14 

House 3000 6 
op2i 


WEAPONS SHOP 
Catclaw 65000 G 


ARMOR SHOP 


Gold Bracelet 50000 G 
opst 
ProRing 20000 G 


Wire [tilacic uv7 —— 


Nestled in o norrow mountoin voliey, the town of Goio is well pro- 
tected from the troubles of the wide world beyond. Here you'll find 
specialized weopons ond ormor, Level 7 ond 8 mogic ond o 
mysteriously empty pond in the woods behind the town. 


Satry’s Spring 


White Magic Shop 
Level 8 Magic 

& 

Black Magic Shop 
Leval 8 Magic 


‘lack Magic Shop 
Level 7 Magic 


Inn 500 G White Magic Shop 
Level 7 Magic 


Back Macic LEVEL 7 


SPELL | PRICE RESULT AFFECT USER | BEST BUYS 
— 

|CUR4 | 45000 & | Most powerful of the Cure spells, @ warrlor'e HP will be fully recovered [One Warrior 

HAM4 | 45000 & | The most powerful Harm spelt inflicts 80 to 320 HP on all Undead monsters | All Enemies 


SPELL | PRICE RESULT AFFECT | USER ‘| BEST BUYS | 
ES 45000 G | Damages from the most pewerful Ice attack range from 70 to 280 points EG All Enemies | RW.BNHOW | Yes 
BRAK | 45000 G | Shatters an enemy Into tiny pleces of monster kibble | One Enemy Jew Yes 
Catclaw mw | ProRing x a 
Table Of 5000 G | Damage. 22 | | 20000G | Absorb - 8 
Wi RA (2500 G) Hit% 35 (10000 G)| Evade %: 1 
eapons rmor|; | Fi, Kn, Th, Ni, BB, Ma 
P | Ko. Ni RW, BW UNE RYMAN LGRIEW a | 


| Blocks effects of the RUB 
spall when used, in battle. 


S__——————! 
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LEVEL 8 


WHrre Lilacic 


PRICE RESULT AFFECT USER BEST BUYS 
FADE | 0000 @ | Etadicetes evil at the source AiiEnemes (| WW Yes | 
WALL +| 60000 G | Erects @ protective wali around 6 werrlor thet prevents the use of megic egeinst him One Warrior = | WW Yes | 

A_[ 80000 G | Eliminates an enemy's speciat defense. One Enemy = | WW No | 


SS 


Buc Macic 


[ SPELL | PRICE 
20000 


LEVEL 8 
__ RESULT 
Freeze time for the enemies so you can ettack without retaliation 


BEST BUYS 
Yes 


Ali Enemies: 


Bw 
Bw 
BW 


ZAP! | 60000 G | Zaps all enemies into an extra dimension from which they can’t escape All Enemies Yes 
[s00ex 60000 G | Similer to the Aub ettack, en enemy Is utterly destroyed One Enemy No 
The Fairy’ Spring +’ The Magic Shops Of Gaia 


At one time a Fairy lived in this quiet pond, but by the 
time the Light Warriors arrive on the scene she is 
gone. Clues are given both here in Gaia and in Onrac. 
To find the Fairy, see p.59. 


To make use of thie 
magical spring you 
must find the Fairy 
and return her to her 
home. Do so and 
she'll give you @ 
Present of Oxyale 


SPECIAL ITEM 


Available only from the Fatry’s 
Spring in Gala, and from the 
hands of the Fairy herself, Oxyale 
is used to provide fresh air in the 
submarine 


rh Tips To Save You Time And Gold... 


Buying magic spells is starting to get expensive, but 
with all the loot you've collected from the Volcano, 
Ice Cave and Castle of Ordeal you should have 
plenty. All of the available 
Level 7 spells are valuable. 
FADE, WALL, STOP and 
ZAP are all good buys in 
the Level 8 shops. 


STOP will freeze time for some 
enemies, including one powerful 
fiend whom you've already met. 


+ Special Weapons & Armor 


If you have a Black Wizard in your party you will have 
Noted that he has no great strength for fighting. The 
Catclaw can help change that. The ProRing protects 
against the RUB spell. 
Many of the creatures 
you'll soon meet use RUB 
and the results can be 
devastating. 


prea 
athe | 


The Protective Ring is a must buy 
Equip all your warnors with one 


smpiannanane 


; The Best Deal In Town 


+ The Airship ts so fast that 
you can quickly reach the 
cheapest Jnn to recover HP 
and save your progress. 


; Don't waste gald on expensive 
i frills Stay at Conena’s Inn 


i 
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Buying With Turbo Power 


Buying Heal Potions with a 
turbo controller is fast and 
easy. Just hold the A Button 
and fill up your stockpile. 


| aunsa 


The Heal Potion must be on the 
top of the ist, like in Conena 


Run When You Have A Chance 


Sometimes when a battle 
begins, a message comes 
up saying that you have the 
option to fight first. Take 
advantage of it and run. 


goal, run if you can 


If you're trying to reach a distant 


Save Magic And Heal Potions 


If you get into a fight with 

weak enemies, use your 

Heal Helmet and Heal Staff 

to recover HP. You'll save on | 
Heal Potion and Magic. 


There is no cast in using items i 
to Heal your party in batte 


In Onroc, the Light Worriors heor much about mermoids ond 
robots ond other fontostic beings. All of itis true. At the port you will 


find o submorine thot con toke you to the Seo Shrine where the 
mermaids live. You'll olso meet Dr. Unne’s brother from Melmond. 


ttem Shop 


Heal Potion 60G © p.10 
Pure Potion 756 Opid 
Cabin 250 G © p.l4 
House 3000 G © p21 
Soft Potion 8006 Op.21 


In 3006 rr 


Clinte 750 G 


Ware ilacic LEVEL 7 


White Magic Shop 


Black Magic Shop Submarine 


Level 7 Magic 


SPELL | PRICE 


ARUB | 45000 & | Protects el! Werrlors egainst en enemies deedly RUB spell 


RESULT 


AFFECT | USER | BEST BUNS] 


HELS | 45000 6 | The most powerful of the Heal spetls recovers 48 to 96 HP for the entire power 


Bisck Macic LEVEL 7 


[Al Worriors | RW.Wmww No 
[Al Warriors | Www | No 


SPELL | PRICE | RESULT ae las USER a BUYS 
SABR_ | 45000 G | Strengthens your weapon resulting In @ 40% Increase in hits and 15% Increase in ane Spell Casler 
BLND | 45000 6 | Blinds en enemy 60 thet it cennot see well enaugh to ettack effectively [One [One Enemy | BM.BW 


The Fate Of Onrac 


As people both in Onrac and Cre- 
scent Lake tell you, until the coming 
of the Water Fiend 200 years ago, 
Onrac was part of a great civili- 
zation. Part of that power was 
derived from the good will of the 
Mermaids who lived nearby in a 
shrine, but now the shrine has been 
lost beneath the waves. 


Onrac was once a mighty 
center of trade and 
learning 


The Sea Shrine and the But as in the rest of the 
Mermaids helped the wortd, things began to go 


people of Onrac 


wrong 
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eh Caravan Clues 


Onrac is still the place to hear 
news of the world. In speaking to 
the citizens, you will learn that 
there was something very strange 
being offered for sale at the 
Caravan. 


eh How To Reach The Shrine 


Sy) Since the Sea Shrine 
sank there is just one 
way to reach it—that's 
by using the Submarine 
in Onrac. But to do that 
you'll need Oxyale, and 
Oxyale must be given to 
you by the Fairy. Unfor- 
tunately, since the Fairy 
has been sold to a Cara- 
van, she can’t help you unless you buy her back. If you go 
to the Western Desert, near an oasis, you'll find the 
Caravan. Buy the Bottle, as it contains the Fairy inside, 
and take the Bottle to the Fairy’s Spring in Gala. Release 
the Fairy and receive the Oxyale. Now take the Oxyale 
back to Onrac. Finally you'll be allowed entrance to the 
Submarme, Simply enter the Submarine and you'll be 
taken to the Sea Shrine. 


eh UFOs In Onrac? 


One man insists that he saw a shiny object fall from 
the sky and others have seen a robot to the north 
near the Great Waterfall. So what are these Uniden- 
tified Falling Objects? Learn more about them and 
the journey to the Waterfall on p.63. 


Another mystery is introduced 
What was the object that fell to 
Earth? Shiny hail? A tired bird? 
Perhaps !t wes just the Light 
Warriors landing 1n their Arship? 


But Kope seems to think It was 
a tobot. Maybe so, but where 
did it come from? The moan? 
The stars? Or could there be 
something else In the sky, a 
place from which robots fell? 
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The Caravan 
Master's daughter 
reveals the 
location of the 
Caravan itis at 
the oasis in the 
Western Desert. 
Make sure you 
have lots of Gold 
when you go to 
buy the Fairy. 


At the Sea Shrine you'll 
have two objectives 
One 1s to seck out the 
Mermaids They'll give 
you treasure and a 
special gift. After that, 
you must challenge the 
Flend of Water, Kraken 


+’ Dr. Unne’s Brother 


Near the Inn in Onrac you'll come across Dr. Unne’s 
brother. He tells the Light Warriors that Unne has 
been unraveling the mysterious language of Lefein- 
ish, but that a stone tablet with valuable translations 
is needed to finish the work. A woman tn the town 
says that many treasures sank with the Sea Shrine 
and that one of them was a stone plate, Could this 
be the translation Slab? 


LUpae 


cH ite 3° 
Ee et irea a 


The answer, one way or the 
other, lies at the bottom of the 
sea When you enter the Sea 
Shrine your first task will be to 
find the Mermaids Perhaps they 
will lead you to Dr Unne's Slab 


Che Caravan 


In the narthern part of the desert west of Onrac, near the green aasis, the 
Caravan has set up far business. One specialty item is far sale that is af 
utmost impartonce to the Light Worriars. 


+ Purchase The Bottle 


Although unmarked, the Bottle 
commands a stiff price. Its con- 
tents must be very rare and valu- 
able. In fact, the Bottle contains 
the Fairy from Gaia. Pay the 
50,000 Gold pieces. 


The Bottle 


If the Fairy in the Bottle Is released at 
the Fairy’s Spring in Gaia, you will 
receive Oxyale for use m the 
Submarine 


The Caravan Camp 


The Prize In The Bottle 


Once you have possession of the 
Bottle, take it to the Fairy’s Spring 
in Gaia and open it by selecting 
‘Bottle’ from the Item subscreen. 
The Fairy, once released, will give 
you a supply of Oxyale (see p.56), 
which is an essential part of the 
Submarine in Onrac. 


In Gala, make your way to the Fairy’s Spnng. 
There by the shore, open the Boitle to release the 
captive Fairy After she gives you the Oxyale, 
you're ready to tackle the Sea Shrine 


Chapter 6: Outer World Enemies 


Trot! p30 ops) "————— = roi 


212 HP 


“30-30 AP Po 
1178 EXP 
50G 


[DRAGON | 


50a ___| Frost Wolf 


Giant op.31 
Frost Giant op.43 
| Iguana op13 
op43 
| Wizard Ogre op.39 
| Wyrm oOp.51 


Tiger 
Saber Tooth Tiger 

op.6s 
Cerebus op39 
Great Pede op.43 
Manticor ©p.51 
Hydra op.4s 
Ocho op45 


Sea Creatures 


Sahag op.21 
Red Sahag ©p.21 
Kyzoku op.21 
Shark oOp.21 
OddEye Op.21 


River Monsters 


Hydra 
Caribe 
Gator 
Ocho 


142 HP 
6-112 AF | 
1890 EXP 

na | 


op4s 
op.4s 
oOp45 
op.45 


(_WATER/ORAGON 


je 
| 


| 


172HP | 
37-74. Ae | 
S46 EXP 
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The Submarine drops you off at the middle floor of the sunken Seo 
Shrine. Abave are the Mermaids. Below is Kraken, the Fiend af Water. 
Seek aut the Mermaids first. They have kept many treasures that will 


help you In the battles in the lower part of the Shrine. 


LOBSTER 


Enemies In The Sea Shrine 


UNDEAD —_| FIRE, HARM | 


WIZARD SAHAG 


356 HP 
9-18 AP Po | 
3897 EXP 2355 EXE. | 
3591 G 2355 | 


{WATER ur 3 | wacicrwaten | LIT 
| QAKE, ICE, | STUN, DARK] QAKE,FIRE | | Liz, Ho.0 | QAKE, FIRE 
——— | RUB,BANE, \ SLOW DARK, 
STUN, | ur, tock," | | 
SLEP | | J 1 sue 


224 HP 


35-70 AP 


957 EXP 


600 G 


300 HP 


watensoraGon | LIT. 


| QaKE, FIRE 


| ake. Fine | 


69-138 AP | 
1962 EXP_| 
sooc | 


(a 


70-140 AP | 
2385 EXP_| 


MAGIC 


| OAKE FIRE, | | stow | cake U, 

| RUB SANE | ICE FIRE fuB 

| BRAK STUN | BANE BRAK, 

ha <| J BL an SP 
Shark Op.21 Red Sahag © p.21 


“, 


> Baitle Tips 


Beneath the sea your most potent magic is 
Lightning. LIT3 will give your watery foes a jolt 
few can withstand, but lesser LIT and LIT2 will 
also give them quite a charge. By now you 
should also have purchased the EXIT spell in 


Crescent Lake (see p.38). 
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| —— To Floor 2-4 


Treasure Chests 


Submarine {To Onrac} 


To oor 2-A: 
To Floor 4-B- 


To Floor 2-B 


Treasure Chests 


O06 
450 G 
To oor 4-8 


The Zeus Gauntlet will 
Provide good protection 
agemst LIT2 spelis used 
by many of the sea 4 
monsters in the Shrine In 
battle, use st with the item 
commend 


To Floor 3-A 


| Treasure Chests 


® Opal Armor © p.62 
\ » 206 
| © Mage Stat © 9.62 


Light Axe © p62 
12350 6 To Floor 3-B 


———__ 


To Floor 5 To Floor 3-C 


ch The Lefeinish Slab 


Visit each Mermaid and collect the treasure. Most 
important, however, is that you find the Stone Slab 
that Dr. Unne needs to 
understand the Lefein- 
ish language. Follow the 
corridor at the upper left 
hand corner of Floor 5 
to reach the room where 
the Slab is kept. 


The Mermaid mentions the 
Mirage Tower Listen closely 
(See p.69), 


) To learn Lefeinish, return the Slab to Dr Unne in Melmond 


To Floor 4-A [' 
To Floor 3-B - 


Treesure Chests 


© 2750 G © 4150 G 
10000 G © 5000 6 
106 ® 9000 G 


Opal Gauntlet © p.62 © Opal Bracelet © p62 
Slab Pure Potion © p.10 
® Opal Shield © p.62 


To Floor 3-A - 


| © Opal Helmet @ 062 © 17606 
| 
| 


The Slab contains important 
translations from Lefemish Gwe 
It to Dr Unne and he will teach 
you the languege 
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[To Floor 1 


Treasure Chests 


@ Light Axe @ 5450 G 
Ribbon O p63 @ Power Gauntlet 
9900 G © 385 G 
7340 G 7690 G 
2750 G D 8135 G 
To Floor 3-C 
To Floor 2-8 


eb Battling Kraken, e ; oe 
The Water Fiend 


LITS ts the best attack magic to use on 
the Fiend of the Water, and FAST will 
increase the attack of your fighting 
Knight, Ninja and Master. As always, 
enter the fiend’s room only when your 
HP ts full. You may also have to use 
LAMP if Kraken blinds a warrior with 
Ink. 


The Fiend's Orh 
Kraken, 
The Fiend of Meg 


Shock this overgrown octopus with a shot [; Supa | J 2 — 
of LITS and dodge his attack with the INV2 |) { Light Axe Ey |_Mage Staff aw 


spel Table Of Found Damage 28 | Found Damage 12 | 
Wea ons & Arm | | coo G) | Hit% .15 | | 2800)! Hit% — 10 
or | 2 
eam ss Fi, Kn, Ni | Ny, BM, BW 
5 i 

[ Power Gauntlet A Casts the spell'of HAM2 dur- | | Casts the spall-ofFIR2 when 
Found) |UAbe "|tAbsor Ee tng battle. ~ : | | used invbattle, | 
(6000 G) | Evade % 3 | | 5 _§ 
a el [Opal Armor __ | Opal Helmet g 
| Found | Absorb 42 | | Found | Absorb) 8 | 
| Gretcets agamst the use of | |(30000 @) | Evade %: 10 (6000 G) | Evade % 3 | 
| | = if 
} | | Kn } | Kn j 
KRAKEN See LE 

HP:800 [A | Opal Bracelet _ EY | opal Shiela | Opal Gauntlet 
G:5000 | | Found | Absorb - 24 | | Found | Absorb - 16 Found | Absorb 8 | 
pee ete Ne | e200 al Evade % 1 (7500 G) | Evade % 0 (10000 @)| Evade % 3 | 
INK(DARK) LT (Ai Kn, Th, Ny BB, Ma a | ie 1 
LiT2 QAKE, FIRE | RM, Rw, WM, ww, BM, Bw || 7 L : 
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Che 


Behind the cascade of falling mist lies a deep cavern with many winding 
passages, Here you must go to soive the mystery of the U.EO. seen in Onrac. 


e Sea 


aterfal] 


rine 


CHAPTER 6 


If successful, you will discover both the Robot and the Cube. 


200 HP 


Enemies In The Waterfall Cave 


GAS DRAGON BAG 


+76 HP 362 HP 


1272 EXP 
7006 


30-60 AP_ : 


Me 72-144 Ap_| Perilisk 


GH: 125 AP 
bl <c6e Exe | Coctrice 


1257 Exe _| 


HIGE 


SNORTING | DAKE, FE, | | FAST { un ite,  POISONGAS| GAKE 

{DARK} | FuB, BANE, et FARE AUB. | | (DAMAGE) | 
{Suh er | BANE, BRAK, | 

= ie _[ stun, susp | = 


“Special tem —_| 
The Cube 


The Cube is a sort of key thet 
opens the way to the Fiend of 
Wind Use it in the top floor of 
the Mirage Tower (see p70) 


Treasure 
Chests 


@ Wizard Staff 
@ Ribbon 

@ 13450 G 
© 6400 G 

@ 5000 G 

@ Defense 


Op.30 


Wizerd Mummy © p.50 


o 2.39 
Op43 


} Finding The Robot 


The Robot is at the far end of a 
maze that is teaming with ene- 
mies, Some, like the Gas Dragon, 
are extremely dangerous, Others, 
like Mud Gol, are easy to run away 
from. 


Just inside the 
Robots room you'll 
face an attack Fire 
will destroy the Mum- 
mes and ARUB or 
the ProRing protects 
you from the Perilisk's 
Squint attack. 


The Robot gives you 
@ mysterious object 
called the Cube. It Is 
used in the Mirage 
Tower, but what 
exactly does tt do? 
See p.70 for more 
information 


— 
Defense . | Wizerd Staff je a | Ribbon Jal 
Found | Damaga: 30 Found | Damage. 15 | Found | Absorb > 1 | 
(20000 G}| Hit% : 35 (25000 G)| Hit% + 15 | ae Evade %: 1 | 
i q 
Fi, Kn, Th, Ni, BB, Ma, 
Kn, Ni, RW | | BW RM, RWW, WM, BM, BW } 
ae | 
| Casts the spe! f RUSE when 4 Casts the spall .af CONF Protects st““speciai 
| used noe | whan vee ii | aac wt age battla. | 
( 


= 
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Get information from the people 
and buy specialty weapons end 
protective devices 


Show the Submerne ownar that 
you have Oxyale and he'll lat 
you enter the Submarine 


Summary of Events 
>) ONRAG 


Leern about the Weterfalt and 
Sea Shrine Find Pr Unne’s 


brother Leern the whereabouts 


of the Caravan 


SEA SHRINE 


Purchese the Bottle from the 
Caravan master near the oasis 
In the Western Desert. 


Work your way to the top floor of the Sea Shrine Collect the 


treasure and talk to Mermaids Take the Slab Then go to the lowest 


fioar of the Shrine and battle Kraken for the third orb 


There seems to be no end 
to the questions. How 
does one get into the 
Mirage Tower? What 
good is it knowing the 
janguage of Lefein? 
Where did the Robot in 
the Waterfall come from? 
The answers lie 
ahead in the final chapter. 


Is there a secret entrance to tha 
Mirage Tower? 
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just Can Dr Unne really heip you? 


Who were the Sky Warriors and 
what happened to them? 


SEMLSERSEMOAEE 


% 
5! 
3 
3 


THE WATERFALL 


See the Robot and gat the 
Cube Teke the treasure in the 


Many weapons can be used in battle with the 
Item command. Some are magical and cast a 
spell while others have special properties useful 
in battle. Below is a list of these. See the Tables of 
Weapons & Armor for specific properties. 


Flame Sword 
Ion Sword 
Brngon Sword 
Ginnt Sword 
Sun Sword 
Corl Sword 
Wnre Sword 
Rune Sword 
Light Axe 
Henl Staff 
Mage Staft 
Defense 
Wiznrd Staff 
Thor's Hammer 
Bonn Sword 


The Bane 
Sword attacks 
enamies with 
the spell of 
Bane—a 
powerfut 
poison 


Preserve your 
magic levels 
and Heal 


Potion in battle 


by using the 
Heal Staff 


Culeeat se wDee 


Releese the Fairy et the Fairy's 
Spring in Geta She will give you 
a supply of Oxyale 


SCALE SL IADEIMIEMSCM STD MOEA SESE ISEPCMOCMSEMPCRMET, 
4 


BATTLE TECHNIQUES 


y 


| a a Ee OE Ne 


~— 
Through terrors no other heroes dared 
‘tot face the Light Warriors have come to — 


Wind, remains to be ‘tamed, But: v 
comes after that? All willbe fe 
time... i 


% 


Outer World Enemies: p.68 
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Mirage Tower > p.6 9 
Sky Castle > 9,7 1 


+228 The Floating Castle s+4++— 


T n the early days of the technological ascendancy of 
Lefein, a debate raged over whether it was a good 
idea to build castles in the sky. Some people argued that 
what goes up must come down, and as a result those 
people still on the ground when the castles eventually 
came down would get squashed. Others said that if 
Man bad heen meant to build castles in the sky be 
would have been given nests, but no one really under- 
stood that argument and few supported it. A lack of 
support was, in fact, the problem most people had with 
Sloating architecture. Defying gravity was all well and 
good when it came to Airships. But castles were another 


tip 


To go to the Mirage 

, Tower, land the Airship on 
a strip of grass in the 
shadow of the Eastern 
Mountains If you're going 
to Lefein, land near the 
lake as shown here 


thing altogether. Many of the Lefeinish believed that 
something terrible would happen if the castle was built. 
But the castle was built, and a staff of robots was 
made to keep the place in order. The Sky Warriors 
made it their home and kept peace throughout the 
world until the coming of the Fiend of Wind. Then 
everything changed. An enemy force of cruel monsters 
swept in lke a tornado and the Sky Warriors escaped 
with a single Airship. The people of Lefein wondered if 
they bad unwittingly set loose the borror. But no one 
took the blame and the problem only got worse. 


| (@uest’s End CHAPTER 7 (a 
ar 2h) 
Wefein — 


Lefein was once the home of the great civilization of the North. Their !an- 
guage Is foreign, but with Dr. Unne’s help you can learn it. Besides a great 
deal of information, you'll aiso find a hidden magic shop with two potent 
spells. 


White Magic Shop 


Level 8 Magic 
& 

Black Magic Shop 

Level 8 Magic 
Warre (i 

HITE LUAGIC LEVEL 8 

SPELL | PRICE | RESULT AFFECT | USER _ | SEST BUYS | 
ur2 [0000 6 | Brings @ warrior back to ife with his HP fully restored [fone Warner | ww | Yes | 


Biack Macic LEVEL 8 = 
see | emce | RESULT eet ! USER i mn 


INUKE | 66000 G | Generates tremendous heat, like a Super Fire spell All Enemiee BW Yes 


+Learn Your Lefeinish 
— re If you visit Lefein before 
§ taking the Slab to Dr. 
& Unne, it could be a frus- 
trating trip. The fact is 
that the people of Lefein 
speak an ancient lan- 
j guage which has been 
forgotien everywhere 
else in the world. If you 
wish to make sense out of what the people are say- 
ing, follow these steps: 1) Get the Slab—the Slab is 
kept by the Mermaids in the Sea Shrine (see p.61}, 
2) Take the Slab to Melmond (see p.29}, 3) Then give 
the Slab to Dr. Unne in Melmond—now he is able to 
complete his translation of the Lefeinish language, 
which means that he can teach it to you. 4) Go back 

to Lefein and listen to people as you would in other pik cea eat 


towns. Now they should make perfect sense. will also learn that the people of Lefein once controlled a fantastic 
realm that reached ito the sky 


Once you have learned 
the ancient language 
from Dr Unne, trave! to 
the town of Lefein 
Whereas before they 
spoke only gibberish, 
now you can under- 
stand every word Here 
you will find the 

1 descendants of the 
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+ Tiamat Now Controls The Sky 


Four hundred years ago Tiamat, the Fiend of the Wind, 
stole the power of the wind from the Lefeinish Sky 
Warriors. Now he resides high above the Earth in the 
realm of stars. Perhaps the Lefeinish robots still operate 
the complex machinery that suspends the castle in 
space. The Light Warriors must find the entrance to the 
Sky Castle sornewhere in the Mirage Tower. 


b The Fate Of The Five 


The five bravest warriors of Lefein went in search of 
the cause of the turmoil in the sky, knowing that some 
vast power was intent on the destruction of their civili- 
zation. They left their Airship and Floater in the South, 
but never returned to Lefein. 


The legend of four 
warriors bearing orbs 
of power has 
Preceded you The 
Leteinish give you the 
Chime with which you 
can enter the Mirage 
Tower 


The Chime 


Only the precise harmonic tones 
ol the Chime will open the door 
lo the Mirage Tower 


eh A Secret Magic Shop 


In the Northeastern corner of Lefein you will discover 
a breach in the wall. Pass through the hole and con- 
tinue hiking eastward. There you will find the hidden 
Magic shops. Each shop sells just one spell, but they 
are the powerful spells of LIF2 and NUKE. 


AUF2 restores a defeated comrade 
to full strength NUKE burns the 
enemy with intense heat. 


ter 7; Outer World Enemies 


Sphinx 
Manticor 
Catman 
Tiger 


224 HP 
40-80 AP 
1050 ExP 
ios 
FIRE, HARM | | ORAGON 
IGE, RUB, | 


480 HP 
5-130 AP 
3387 EXP | 


| UNDEAD 


BANE. GRAK Sauria 


‘STUN, SLEP 


I 


256 HP 
60-120 AP | 
1428 EXP_ 
300.4 


SOG He 
715-230 AP 
7200 EXP _| 
suc 
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Saber Tooth Tiger 


Great Pede Op.43 
Sand Worm Op51 


Op51 
Op.s1 
Opn69 
Op51 


Troll Op30 « 
Giant op31 
Frost Giant Op.43 
Frost Wolf Op43 
Ocho Op4s 
Ankylo Ops9 


Sea Creatures 
Sahag Op.21 
Red Sahag Op.21 
Kyzoku Op21 
OddEye Op.21 
Shark OP.21 


op.69 
Ops1 
Ops9 
Op51 


River Monsters 


Hydra Op4s 
Gator Op4s 
Frost Gator Op.59 
Caribe Op.45 
Red Caribe 0759 
Ocho op.45 
Naocho oOps9 
a s 


Q@uest’s End CHAPTER 7 


cm Che irage Cotwer 


Rising from the center af the Great Eastern Desert like a harn af stone, the 
Mirage Tawer is yaur path ta the final fiend, Tiamat, wha lives samewhere 
abave in the flaating castle af the Lefeinish. But the Tawer itself halds many 
dangers. 


Enemies In The Mirage Tower 


Mummy oOp.30 
200 HP Wizard Mummy 
25-50 AP Sa | op.50 
1224 EXP_ Coctrice op43 
4006 Perilisk Op.39 
Vampire op32 
Medusa op.50 
Nitemare ©p.63 
Cerebus Op.39 


CATMAN 
160 HP 


FM 30-00 AP Po 


780 EXP | 


300 HP 


30-60 AP 
2064 EXP 
25006 

DRAGON | ICE i 


GREMATE = QAKE, FIRE 
(DAMAGE) 


BADMAN 


SABER TOOTH TIGER 
200 HP 
| 24-48 AP 


92-184 AP | 
3274 EXP 


843 EXP_ 


|_ DRAGON 


THUNDER 
— — =e ——, (DAMAGE) | 


ep The Chime Is The Key 


Most adventurers discover the Mirage 

Tower long before they hear of the Chime. ¢ 
But if they hope to get inside they must 

speak Lefeinish and get the Chime from 

the man in Lefein. 


eb Plundering The Tower 


You'll find a great deal of treasure lying about in the Mirage 
Tower. Some of the weapons and armor, such as the Aegis 
Shield, you'll want to keep. Other pieces merely take up space. 
When your subscreen is full, go back to Gaia and sell unwanted 
items. 


To Floor 2: To The Guter World 


Treasure Chests 


© Cabin Opl4 © 8806 

@ Aegis Shield Op70 © 18010 G 

© 2750 G © Vorpal Op.70 
© 3400 G © Heal Helmet ©p.70 


East of the desert ts a narrow strip of grass just wide enough for 
an Airship to make a landing As you cross the sands Tyro and 
Ankyio attack Run from both 


VOLUME 17 69 


To Floor 3 = To Floor 1 


Treasure Chests 


@ 13000 & © House Op21 

@ 12360 G @ 7690 G 
Thor's Hammer 9 Sun Sword 
7900 6 © 10000 6 
8135 G ® Dragon Armor 


ia - i = To Floor 2 


Transporter To 
(3 * The Sky Castle 


(iran Oe 


Weapons & Armor 


_w 


| Vorpal_ | Fi, Kn, Ni, RM, RW 


| Found | Oamage: 24 = 
Particularly effective against 


} (15000 G)| Hit% - 25 
lf ae Undead monsters. 


[Sun Sword 

Se 
Found | Damage 32 

| (10000 G) {Hit % : 30 i 


ch Visit Each Robot 

Like the Robot in the Waterfall, these robots have been pro- 
grammed with messages. The messages are there for warriors 
who may not have ventured into the Waterfall yet to recover the 
Cube from the other robot. 


What Master? Floated or fell? Transport to where? 


+b Battling The Blue Dragon 


The Blue Dragon is sitting just inside the door to the Transporter 
chamber and cannot be avoided. His Thunder spell can wreak 
havoc so use the Ribbon. FIR3 is the best attack spell. 


Knowing that the Blue Dragon 1s 
waiting, fill up your HP before 
entering the raom 


eh Beam Up To The Sky Casile 


In the center of the top floor of the Tower you'll find the Trans- 
Porter. Use the Cube to activate the Transport Beam. Instantly 
the Light Warriors are transported to the Sky Castle, home of 
Tiamat. 


The Transporter takes you to the Sky Castle 


Kn, NI, RW | 
|e ee ae SS 
| Dragon Armor Bal Thor's Hammer wi Aegis Shield | Heal Helmet w 
TT Round: | Absorb 242 found | Damage. 16 | | Found | Absorb .16 | | Found | Absorb : 6 | 
| (30000 G) | Evada % 10 (20000 G)| Hit % 15 | (20000 G)}| Evade %' 0 | (10000 G)| Evade %. 3 | 
| ts laude a zl i i = 
Kn | | Kn, NI 


| Kn Kn, Ni, WW 


— ——— = 


Particularly effective against | | Gasts the spell of LIT2 when 


| dragon attacks | | used in battle. 
{ 


ee — 


Restores some lost HP to 


Protacts against Glance and _ 
warriors when used in battle 


some other spslls 


| 
| 
| 
| 


| 
l = atl 


oa = = a 
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Quests End CHAPTER 7 


Che Sku Castle 


The first thing you'll notice is thot the Sky Costle is obviously o product of 
high technology, and not just becouse it’s miles obove the Eorth. Trons- 
Porters ond robots are everywhere. One of the guordions is high-tech, os 
well-the awesome WorMech. 


Enemies in The Sky Castie 


358 HP 

58-106 AP | 

| 4614 EXP. 
807 G 


186 HP 


49-98 AP Pa_| 

1101 EXP | 
/ 300 G 
FIRE 


[102-204 AP| 
4000 EXP 


2000 G 
ur 


350 HP 

40-80 AP 
4584 EXP | 
$000 G 


UNDEAD/MAGIC | FIRE, HARM 


SANE, BRAK, 
| | STUN, SLEP 


OME Ln, 
ICE RUB 
BANE BRAK, | 
STUN SLEP | 


QAKE, ICE 

FIRE AUB 

BANE BRAK, 
| STUN, SLEP 


AfIR LAMB | QAKE, ICE, 

eZ UIn2,° | RU ‘BANE 

| Fire QAAK STUN, 
| SLEP 


GREY NAGA 
| = 420 HP 
: 7-14 AP Po | 


1218 EXP | 
12186 


ie 1000 HP | 
55-110 AP 128-256 AP} 


2700 EXP 


32000 EXP 
32000 G 


(MAGIC FIRE | | MAGIC MAGIC 
| RUSE, LAM, | GLANCE | QAKE, ICE | | WALL xFER, [XFER, | NUCLEAR 
} Stow oan, | (STONE) weg soc’ | __ | DAMAGE) | —__ 
| SREP FIRE, INV2, CUR4, | 
(UF HEAL | E i | | (HEL? cons | BLN aL | = | | 
Eye op43 = Manticor Op.5t Nitemare o6p.63 Badman op.69 Red Hydra Op.39 
Mancat p50 Sorcerer Op.43 Guard op.69 RockGol op60 MudGol op6é3 
Naocho op.59 | 
e» More Treasure Than 
You Can Carry? 
If you run out of space, remember it's easy 
To Floor 2 to use the EXIT spell, then go to Gaia and 
sell off the excess treasure. Always check 
Tigacare the Tables Of Weapons & Armor before 
Chests selling a piece as it may have a secret use. 
© 9900 G 
© Heal Potion © p.10 
© 41606 atopy cola 
© 7900 G want for Gold again 
© 50006 Spend it ot ree 
© Profing 07.57 aaa aie Wr veut 
@ 67206 subscreens 
© Heal Helmet Op 70 
© 180 6 
® Bane Sword ©p.73_ If you don't want to 


Transporter To 


Mirage Tower 


spend the time going 
all the way back to 
Gala, you can Drop 
weapons of armor But 
don't Drop a vatuable 
item 
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| 
| 


Adamant is an incredibly strong 
compound used to make Xcalber 
by a Dwarfish Blacksmith 


eh A Window On The World 


The robot invites you to look out over the world from 
the window. The window reveals an important clue 
for the end of the game. Four forces are flowing 
together into the center of the Temple of Fiends. 
When it comes time to seek out the Master of those 
four elemental forces, the Light Warriors will return 
to the Temple of Fiends. For more about this see 
p74. 


The robot directs visitors to the 
viewing portal through which 1s: 
seen the power of the enemy 


Although most people see only 
stars in the window, perhaps the 
Light Warriors have superior 
vision and can see the flowing 
force fields 
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= — To Floor 1 


——_-_—_——_. 
Treasure Chests 


Silver Hetmet © p30 
Hause p21 
Opal Gauntlet © p62 
880 G 

13000 G 

Ribbon © p63 
Opal Shield =© p.62 
Adamant 

White Shirt 

Black Shirt 


= To Floor 3 


> Making Use Of Adamant 


Once you obtain the Adamant take 
it back to the Dwarf Cave (see 
p.25). There a Blacksmith will use 
the Adamant to forge a fantastic 
sword called Xcalber, which is 
second in power only to the Mas- 
mune. 


The Adamant 
Is @ superior 
material for 
the forging of 
swords 


The Blacksmith 
needs only the 
Adamant 
before he will 
make a 
fabulous sword 
for you 


To Floor 4 To Floor 2 Window 
Treasure Chests 
@ 9000 G © Katana 
Heal Potion © p.10 6400 G 
ProRing = Op55 © Cloth opid 
} 5450 6 @ ProCape 
Soft Potion © p.2t Soft Potion Op 2? 
4150 G 9500 G 
3400 G 8135 & 


Quest's End CH 


“ Fourth Floor Maze 


Walking straight in any one direction 
will get you nowhere in this maze. In- 
stead, walk LEFT until you reach an 
intersection, then UP until you reach a 
Transporter. The combination of walk- 
ing RIGHT and DOWN also works. 


—The Fiend’s Orb 
Tiamat, Fiend of the Wind 


To Floor 3 To Floor 5 


Ta Floor 4 


“> WarMech’s Bridge 


A combat robot called WarMech 
patrols the bridge that leads to 
Tiamat's inner sanctum. But your 
chances of meeting WarMech are 
slim—just one in 64. If you do have to 
fight, use AFIR and the Ice Armor. 


[ 
| 
| 
| 
| 
| 
| 


+b Battling Tiamat 


Tiamat's specialized attacks can be brutal. As with 
most fiends, use FAST to multiply the attack of 
your fighting warriors. INV2 is also good for pro- 
tection. Later, when you meet him again in the 
Temple of Fiends, use STOP. 


TIAMAT 
HP: 1000 | AP: 49-98 
| EXP:5496 | G:6000 
THUNDER | BRAK, BANE 
POISONGAS | QAKE, LIT, 
BLIZZARD ICE, FIRE 


Table Of 
Weapons & Armo! 


J} 
Katana | 


i Found | Damage 33. 


Lennoole) Tes SEE! Geseisward jw fs Shirt 4 Black Shirt a 
| 


Absorb. 24 


[at ] Found | Damage 22 Found Found | Absorb 24 

— —____ (30000 G)| Hit% — 20 (1G) | Evade% 2 | (1G) | Evade% 2 
= = ~ | fae } - 1 
ProCape me | Kn, Ni, RW | ww Kn | 

Found | Absorb - 8 — ; ———— | 

(10000 G)| Evade % 2 | | Caststhe spell of BANE when Casts the spell of INV2 when Casts the spell of ICE2 when 

| Fi, Kn, Th, Ni, RM, BW, i} used In battle used in battle. used in battle | 
WM, WW, BM, BW 
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Comple Os S iends AN\euisited: 
Che Past Becomes Che resent 


The time has come for the Light Warriors to tid the world of the 
couse of the decay. Only the strongest enemles ore in the Temple 
now, including all four of the elementol fiends. Another point to 
tfemember is thot the only woy out is to use the EXIT spell. 


Enemies in The Temple Of Fiends Revisited 


Frost Dragon ©op43 Grey Worm © p39 
360 HP Chimera ©p69 Red Giant Op39 
5-130 AF 4120-240 AP Sn Zombie Dragon © p.50 Kary O p42 
4344 EXP | 1 EXP Jimera Op71 Sea Troll O p60 
10006 +O ea Frost Giant © p43 Lobster © p60 
= ee ae Slime Op71 SeaSnake © p.60 
XR ia | RUB.EANE, os Dragon aa8 ee a ae 
AUT . Iman p69 rey Shark Pp. 
LanalsLOW TESTE Mage ©p.43 Wizard Sahag © p60 
Fighter Op71 Big Eye © p60 
Kraken Op.62 Iron Gol Op74 
304HP _| Tiamat Op.73 Sorcerer © p43 
Sion Earth Op3i Air Op7i | 
OOo all Green Medusa Op.71 Vampire © p32 
—_| Mud Gol Op63 Wizard VampireO p.71 
[gem | re plailemse 
GAS b ic Pp. 
AMAce) TCE Agama © p39 
ee | 


> Return To Crescent Lake 


Having sent Tiamat screeching into the void of obliv- 
ion it should become apparent that the game ts not 
yet over. Only the Circle of Sages in Crescent Lake 
know what to do. Speak to them at once and learn 
about the power that controls the world from 2000 
years in the past. The Temple of Fiends is revealed as 
a Time Gate that can be used if the four orbs shine. 
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Floor 3 Encounters 


The Badmen who roam the third floor are one of the 
few enemies you can run from. Do it and save your 
HP for encounters you can't escape. Use FAST on 
your best fighting warrior to quickly dispatch the 
Phantom. Then use the LUTE (see p.12) to open the 
pathway leading down into the Temple. 


No Place Left To Run 


The strongest of the evil creatures have been 
gathered to prevent adventurers from penetrating 
the Temple of Fiends. Most you cannot escape. 


ua 


Freese © Werrzzano 
(or Jee 


The Frost Dragon's Blizzard 
attack 18 often devastating The 
Flame Armor and Ribbon can 


The Gas Dragon's poisonous 
breath could wipe out your 
party The Ribbon could 
Prevent that along with INV2. 


help protect you from the bitter 
cold. NUKE can meit them 


L — eee) 


e The Earth Floor 


Floor B1 is filled with creatures from the Earth Cave. 
Against the Green Medusa’‘s you should first use 
MUTE, then a FIR2 spell. Have Soft Potion ready for 
warriors who are turned to stone. Against Earth, 
FIR3 works well. Mud Gols can be escaped by run- 
ning. Lich is waiting for you at the top of the stairway 
leading to Floor B2. 
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eh The Fire Floor 


Here on Floor B2 you'll find enemies familiar 
from Gurgu Volcano. Treasures such as the 
ProRing, ProCape and Katana are also kept 
here. We've blanked out the room interiors to 
leave more challenge 


eh Floor Of Water 


Use Thor’s Hammer and LIT3 to keep the sea 
creatures at bay on Floor B3. Kraken waits in 
the long passage at the lower right. 


> Floor Of Wind 

Three important elements are found 
here on Floor B4. First is the Masmune, 
the most powerful sword in the game, 
which any warrior can wield with spec- 
tacular results. Second is Tiamat, who 
waits for you in the corridor linkthg the 
top two square 
areas. Third is the 
portal to Floor 5 
where the final 
enemy = awarts 
your arrival 


= | a 
| pemune: im 


Found | aoa sé 


Table Of 
| (30000 G)) Hit % 
eapons &Armor| | le Kn, Th, Ni, @B, Ma, 


IM, RW, WM, WW, BM, BW 
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e Through This Door Is The Fmal Phantasm! 
At last, on Floor B5, is the ruler of the fiends. Chaos is stagger- 


ingly powerful and has virtually every useful magic spell in his bag 


Ere, rey | of tricks. Before enter- 


Gereerercar 1 ing you should have full 
“238 a Fe we HP and close to full 
4 magic. Luck plays a big 

part. 


Your warriors should be at Level 27 or obove to 
fave a good chonce ogoinst Choos. Even then 
your success will be determined by the random 
spells Chaos uses. Use WALL to protect the White 
Wizard so he conestore HP ond FAST on oll fight- 


ing warriors. 
CHAOS 


There's no telling what attack HP: 2000 100-200 AP 
Chaos will use Be prepared for ICE3, CUR4 QAKE LIT 


anvvna! A powertl fohing | LTS, $LOD ICE FIRE 


attack Is your best offense, and it 


should be spread out The White FIR3, FAST BANE SLEP 
Wizard should use the Masmune, NUKE, QAKE BRAK STUN 


but don't let your HP drop! ZAP 
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Summary Of Events 


© | MELMONO 


Take the Slab to Or Unne and 
he will teach you to speak the 
anclent fanguage of Lefeinish 


[ed CRESCENT LAKE 


Revisit the Circle of Sages and 
tearn about the final task You'll 
also be told how to reach Chaos 
through the Tempte of Fleads 


The great virtue of 
the Masmune is that 
any one of the Light 
Warnors can use it. 
Since most parties 
have two fighting 
members and two 


magic users, non- 
magic attacks are 
limited. 
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The Masmune ts hidden on the 
fourth floor of the Temple 


Chapter '/ 


[, SKY GASTLE 


(@ ) LEFEIN CG) MIRAGE TOWER 


Find the Adamant and take # to 
the Dwarf Cave for Xcalber, then 
return to the Sky Castle and 

baltle Tramat, the Fiend of Wind 


Collect the treasures of the 
‘Tower and talk to the robots 
Using the Cube on the top floor 
you'll reach the Sky Castle 


Learn about the Sky Warrtors 
and how the Chime will gam you 
access to the Mirage Tower In 
the desert. 


> TEMPLE OF FIENOS 
1 g £5 


TEMPLE OF FIENDS REVISITED 
a 


Put Princess Sara's Lute to use 
In seaching the depths of the 
Temple Find the Masmune and 
then go after Chaos 


Aiter defeating Chaos you'll 
learn how Chaos came to power, 
the meaning of time travel, and 
who was responsible 


Return to the Temple of Fiends 
With all four orbs fit. You'll be 
able to step through the Time 
Gate into the past 


Push the A and B Buttons together 55 times 
while aboard the Ship and the Final Fantasy 
ae =puzzle game will appear. The object of this mind 
am teaser is to move each block into the correct 

a numerical sequence. 
Equipped with the 
Masmune, a White 
Wizard becomes a 
mighty warrior. Sud- 
denly, it’s as if anew 
member has been 
added to your ranks. 
Now you'll be able to 
cut through most 
enemies in a single 
turn 


In the game, push A to 

move the flashing block 
into the open space To 
return to your adventure. 
push B 


Ankylo.. 


Badman 
Big Eye.... 
Blue Dragon 


Frost Dragon 
Frost Gator... 
Frost Giant .. 


Frost Wolf. -p.43 
Gargoyle .. -p.23 
Garland ... p-12 


Gas Dragon. -p-63 
Gators nase daeovsucusacmuserous p.45 
Geist. . 

Ghost. 

Ghoul. 

Giant . . 
Great Pede.................... p.43 
Green Medusa................ p.7T 


The index to the Final Fantosy Strotegy Guide is 
onother quick resource for tinding the informotion 
you need. If you know the nome of o person, ploce, 
or thing, just look it up in the olphobeticol index list- 


ing. The poge number given is tor the poge thot 


Grey Shark.................... p.60 
Grey Wolf oo. oc cceeriaweee cial p.11 


Iguana 

Image p.31 
Imp...... p.13 
Iron Gol p.74 
Jimera p71 
Kary ... p.42 
Kraken. p.62 
Kyzoku p.21 
Lich...... p.33 
Lobster .. p.60 
Mad Pony.. p.13 
Mage.... p.43 
Mancat . p.50 
Manticor p.51 
Medusa ................ p.50 
Muck.... p.23 
Mud Gol ............... p.63 
Mummy ..............200ee eee Pe 


PGR a: 08 cwascocinanananenaed p.39 
POrSkesccincce2ccadsnnsleceances p.39 
Phantom p.74 
Pirate ....... p.15 
Red Ankylo ......... p.68 
Red Bone........... p.23 
Red Caribe. .:...5.0. 2.0. 0.5.03 p.59 


r 


reveals the most 
obout your subject ot interest, 
but you moy be referred to more 
intormotion on 
elsewhere in the Strotegy Guide. 


informotion 


thot subject 


Red Dragon........... 

Red Gargoyle. 

Red Giant ..... +P. 
Red Hydra ................0.. p.3g 
Red Sahag................ -p.21 
Rock Gol ........ -p.60 
Saber Tooth Tiger . p69 
Saha eed cscs sccnmscmmesccanen p.21 
Sand Worm .............0006 p.51 
Sauria....... -p.51 


Scorpion . 


Scum... -p.23 
Sea Snake .. -p.60 
Sea Troll . -p.60 
Sentry.... -p.71 
Shadow .. -p.23 
Shark... -p.21 
Slime... -p.71 
Sorcerer -p.43 
Specter. -p.43 
Sphinx.. -p.51 
Spider .. -p.11 
TaMAts.csasceceancmatoceneazas p.73 
MiQONS setactasemsarsnssovasanes p.51 
T Rex -p.68 
Troll. . -p.30 
VW hOccteceiirecaassenamiacnan p.68 
MAM PUG sc esievicvsinnciensceimeiase p.32 
Warmech : 


Water .... 


Wizard Mummy. 
Wizard Ogre..... 
Wizard Sahag... 
Wizard Vampire.............. p.71 
Wolf 
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ZOMBIE .......... 0. 0nte ene eee p.11 

Zombie Dragon.... ...p.50 

Zombull ......0.... 0 eee eed p.68 
Weapons 

Bane Sword ..............++.P.73 

Catclaw .... 6... ee p.55 

Coral Sword ...........- p.33 

Defense ...... p.63 

Dragon Sword. 

Falchon..... 

Flame Sword 

Giant Sword . . 

Hand Axe ........5606+ -p.14 

Heal Staff... .p.51 

Ice Sword.... p.42 


Iron Hammer . .p.10 
Iron Nunchuck. ......-......- p.20 
lron Staff... .p.20 
Katana........ -p.73 
Large Dagger .... -p.20 
Light Axe....... p.62 
Long Sword. -p.29 
Mage Staff.. -p.62 
Masmune ... 2 p76 
Power Staff . wee. 22 
Rapier ....... p.10 
Rune Sword p.11 
Sabre...... p.20 
Scimitar..... p.14 
Short Sword i 
Silver Axe... 

Silver Hammer ............-.- p.19 
Silver Knife ... 

Silver Sword .. 

Small Dagger . 


Sun Sword.... 


Wooden Nunchuck. . 
Wooden Staff 
Xcalber 


Aegis Shield .... 
Black Shirt....... 
Buckler ... 


Copper Bracelet ... 
80 STRATEGY GUIDE 


Copper Gauntlet 
Dragon Armor .. 
Flame Armor . ....... 2...) +++ Pe 
Flame Shield ...........-...++ . 


Gold Bracelet 
Heai Helmet . 
Ice Armor... 
Ice Shield .. 
Iron Armor 
Iron Gauntlet. ... 
iron Helmet.. 
Iron Shield... 
Opal Armor.. 
Opal Bracelet 
Opal Gauntlet 
Opal Helmet... 
Opal Shield 
Power Gauntlet 
ProCape...... 

ProRing.. 
Ribbon .. 
Silver Armor. 
Silver Bracelet............- 
Silver Gauntlet...... ......... 
Silver Helmet.. 
Silver Shield . 
Steel Armor . 
White Shirt ..... 
Wooden Armer.. 


Heal Potion . 
House ........- 
Pure Potion . 

Soft Potion 


Aldi Sea............... pa 
Caravan ......... F p.59 
Cardia Isiands .. 


Castle Coneria 
Castle of Elf .. 
Castle of Ordeal 


Coneria Town... p.10 
Crescent Lake .. -p.37 
Dwarf Cave... -p.25 
Earth Cave... . 


Elfland.... 
Galaen schesctamarices=etac . 
Gurgu Voicano . 
ICE CAVE casi iicccecnneceence p.43 


Marsh Cave... ch 
Matoya’s Cave...........0005 . 
Melmond...........0::00020e0s p29 
Mirage Tower . 
North Bridge.... 
Northwest Castle. 


Ryukahn Desert .. 
Sarda’s Cave... 


Sea Shrine. 

Sky Castle .... 

Temple Of Fiends..........-. p.11 
Temple Of Fiends Revisited. .p.74 
Titan’s Tunnel.............000+ p.30 


Waterfall 
Western Sea. 


Astos...... “p.22 
Sahamut .......... -p.49 
Chaos .... eerie ri A 
Dre Unne ssc c-2e si keene p.29,67 
Elf Prince. . ac p.19 
Garland ......... p.-12 
King of Coneria. - pg 
Kope. p.58 
Lich... p.33 
Kary . -p.42. 


Kraken. 
Matoya 
Nerrick ....- 

Princess Sara 


Sky Warriors .p.68 
TN AMAL eee tactcsiosicbenasicte p.73 
Special Items 
Adamant .................:0085 p.72 
Airship .. p45 
Bottle..........2...... wee Pp 5D 


p.38 
-p.68 
-p.24 
-p.22 
-p.63 
.. p44 
. p19 
--P.19 

p.12 
p.56 


Black 8elt.. -p.52 
Black Mage... p52 
Black Wizard .p.52 
Fighter... p52 
Knight . .p.52 
Master. p.52 


White Mage 
White Wizard ... 


Special Monster 
Attacks 


BlEZO ii cai disadn io nsiesietsssaistlgns p39 
Blizzard. ....-........c eee ee eee p.43 
GCreMate......c.csecsesncdveoes p.69 
Dazzle... -p.32 
Frosty: <2 ovvcsvemveseccsenes p43 
GANGES... .. cise sve cereseseces p.50 
Heat ... .p.39 
[GAs A feoseedeccouocecseu pe p.62 


INUCIO Gees ec cic resciacns cis p.71 
Poison Gas........c0.e cece eee p.63 
Scorch... -pP.39 
SNOMING ite ccc crn ca aeascen p.63 
SQUINtceccce iced ncccecsct eens p.39 
Stinger .. : .p.51 
WRUNG? icc cic eberee ct ences p.69 
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Stop buying isaues one at a tima at | cr have to anymore. Now when you a 
full prica or borrowing from friands 4 4, subscribe to Nintendo Power you'll 
smert enough to subscribe. You v Pay only $1.25 en issue. - 


have one Nintendo Power Magazine pe, 

in your hends right now. Why notdo te hy = 
the smart thing and subscribe to gat 

6 more...plus 6 Nintendo Power é 
Strategy Guides —all for just $151 


}, You'll get the hottest power tips, 
* previews and reviews— all straight 
from the pros at Nintendo. 


Plus, you'll get Nintendo Power a 
1 Strategy Guides—with eachissue, 
“~ dedicated to a single game with ' 
more power strategies, maps and 
inside info than you can imagine! It 
all adds up to a deal you can’t 
afford to miss! 


P TODAY AND SAVE $2.25 
ANISSUB! 

Tired of paying the cover price of 
$3.50 an issue? Well, you don’t 


O YES! | WANT THE POWER! 
Send me 24 issues over 2 
years—and my free Silver Taam 
Power Pin—tor just $30 U S.; 
$42 Canedian. (Washington 
State residents add @ 1% salas 
tax total $32 43} 


O YES! Send me 12 iasues over r 

1 year—and my free Bronze 

Team Power Pin—for just $15 f 

U.S., $21 Conedias. (Washington 

State residants add 81% sales { 
a 
| 
' 


tax totel $16 22.) 


Please print clearly 


' 
{ NAME z SeEOrr CANO NUMBER EXP DATE Lele 


‘ADDRESS oe DENS NAME 


ony a STATE aP Bone NATURE 

I'm paying for my subscription by (check one} 

a Soa , YELEPHGNE NUMBER 

© Chack or Money Order iPyeble to Nintendo} Enclase the arder form with peyment or credit card information in @ stamped 

© MasterCard © VISA envelape nnd mailto Nintendo Power Muyezme Attn Subscript on Dept 
F0 Box $7043 Hedmend WA 98073 9743, 


CALL NOW AND GET THE POWER EVEN FASTER! 1-800-521-0900 


Monitay Saturiay 4am 10pm PST Closed Sunday ~ 
[Tha Nintendo rapraxantstive will need totelktn the parson whosename appears on the cord) 330 


Nintendo of America Inc. 
PO. Box 97043 
Redmond, WA 98078-9743 


© The only official Strategy Guile 
avallable with 84 power-packed 
pages of inside Information straight 
from the pros at Nintendo 
© Complete spell charts provide all the 
details you neéd to-cast powerful spells 
© Where to find all the {tems including — e New time-saving index helps 
what's inside every treasure chest ee you go stralght to the information you 
Skaany Sonia want, from battle tactics to weapon 
resale values to locations of power items 
© Complete maps of the entire world ; 


Put the tactics and strategies you leam in this 
Nintento Power Strategy Guide to work against 
up to three other players! With NES Four Score, 
or NES Satellite, you can take on the toughest 
NES hot shots you know. Get the details on 
four-player actlon for NES Play Action Football 
and Super Spike V-Ball. Use this guide to 
sharpen your skills for Swords and Serpents. 
and Spot. This special issue of the Strategy 
Guide launches you Into 

four times the funl 


By canoe, sailing ship and airship, you'll travel in 


When you uncounter a Nago in the 
Sea Shrine, don't make ony rash 


ne (Nintendo) 


Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out fo ail the people who make this possible. 
From the orginal editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least § years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sel! these releases, don't support them! 


Thank You and ENJOY! 


000 h1o8SeeR are 


